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IF YOU WANT TO WIN... 
TOU HAVE TO HAVE CONTROL! 


If you're going to beat today’s high-speed, 
fast action computer games, you need a 
Phoenix or Firebird programmable flight 

and game controller. Change weapons, side 
step and strafe without touching the keyboard 
to dominate the action in Doom II™. 


o tt ww? 4 A simple change of button settings, and 


you re the master in TIE Fighter™. Play to 


win with a Gravis programmable flight and 


GAAVIS FIREBIRL 


¢ 17 programmable buttons If you've got to have one today, drop by any Electronics 
Boutique, Babbages, Software Etc., CompUSA or 
Computer City. | 


game controller. 


¢ Point and click programmability 


e Built-in throttle and trim controls 


Or get it direct from GRAVIS 


at 1-800-532-0802 
* 


GRAVIS PHOENIY 


Includes U.S. Navy Fighters™ 


¢ 24 programmable buttons 
e Built-in throttle and rudder control 


¢ Point and click programmability 


GRAVIS. 


* Retail price may vary. PLAY TO WIN 


Advanced Gravis Computer Technology Ltd. 1790 Midway Lane, Bellingham, WA, USA 98226 
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You're about to embark ona journey Yi . 2 : - < : This incredible CD-ROM includes: 


Imagine 


packed. But with what? And by whom? The contents 4 © Collector's edition 60 page book created just for 

ees 2 Se kee this product. 

are wildly scrambled. oe P . 

‘@ More than 140 minutes of video and audio 
including all four full-length rock videos for US; 
two alternative versions of “Steam”, plus your own 


mixes of “Digging in the Dirt.” 


Find out with a click of your mouse. Then begin an 
odyssey through Peter Gabriel’s Secret World, where 
you become an integral part of the man, the music 
and most of all, the performance. It’s a musical tour 
like you’ ve never experienced before. © Over 100 full-color photographic images and the 
With Peter as your host, you’ll have a completely equivalent of a book’s worth of text. 


interactive experience in which you decide where to e Advice, commentary and encouragement from 


go. You'll find yourself Xploring four distinct aspects (4) Learn ere about the music of the world. Peter Gabriel, your on-screen interactive guide. 
oh Gc srainiciinte life. in Experiment with the tones and rhythms of unusual 


instruments (you control them by clicking an icon 
with your mouse). Then use your strategic powers to 
obtain a backstage pass to an actual rehearsal of the 
Grammy Awards. 


OPCS Min 


awe mia By combining his art, music and entertainment with 
the most advanced computer technology, Peter 
Gabriel has created the first interactive, multi- 
layered experience to actually dissolve the barriers 
between performer and audience! 


This is not a planned experience. In fact, you must 


a keep your eyes and ears open at all times. There are © Easy point-and-click play-—Interact lets you 
(1) A behind-the-scenes look at how the music is numerous hidden surprises; Peter may pop out at h eee 
choose your path through Peter’s Secret World; 
made. Go backstage at a‘concert, walk through unexpected moments doing the most outrageous : eg 
, 8 AI i - Resume lets you pick up where you left off; Watch 
Peter’s Real World Recording Studio, participate in things! There are trains to catch, people to meet and : ors 
; oe ; will take you on a guided journey through the disk 
an actual jam session, and then take control of the specific items you must pick up along the way to get 
mixing board to create your own version of Peter’s the most from this unpredictable journey. ¢ Rewards for filling your suitcase, such as an 
hit single, “Digging in the Dirt”. R-rated, on-screen surprise, a suitcase sticker and 


(2) Kelore Pees'v meat decent allmnas US. View te a special gift for use with your computer. 


videos in sync with their lyrics. Learn how the videos 
were made and what Peter has to say about them. 


¢ Eight mouse-playable instruments that provide the 
exact notes and tones of the actual instruments. 


(3) Xplore some of Peter’s personal insights and 
interests. See and hear about Peter’s past. View his 
interactive family albums. Learn more about 
Amnesty International and attend a World 
Organization of Music and Dance (WOMAD) 


festival in San Francisco. 


REALWORLD 


1(800)INTERPLAY 


© 1995 Real World Multimedia Ltd. Xplora | is a trademark of Real World Multimedia Ltd. The interplay logo is a trademark of Interplay Productions, Inc. All rights reserved. CRMIX5 
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Meet the Chaos Engine—a side of merry olde 


England you’d rather not know. But forget about tea 


and crumpets and all that jolly rotten stuff. ‘Cause 
this arcade-action style CD-ROM game transforms 
your PC into a gruesome battlefield of psychotic 
monsters and ruthless warriors. We’re talking 


armor-plated, razor-toothed killing machines here. 


The Bitmap Brothers 


So pick one of six mercenary buddies, stock up on 
twenty-five deadly weapons and explore four 
fiendish worlds with 16 levels. But keep an eye 
peeled for mincemeat-making traps, life-saving 
power-ups and assorted keys. It’s Britain’s award- 


winning designers, the Bitmap Brothers, at their 


bloody best. God save the Queen? God save your ass. . 00750. 
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first, but the ramifications could change the world 
of software forever. 
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The debate of conservative vs. liberal continues, 
seemingly without end. Also, one reader sends in 
some favorite game tricks and treats. 


HARDWARE 60 
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you get ready for next year. 
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TECH SUPPORT, PART 2 110 
Technical support doesn’t come cheap. CGR looks 

at the science of customer service as well as the 

expense incurred. 
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SKIM THE CLOUDS, BUST A FEW BALLOONS AND SS 
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End All Wars. Fly forthe 
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Actual screens may vary. 


e 4-channel digital sound 
gives you the roar of dog- 
fighting the way WWI 
pilots heard it. 


¢ Instant mission generator 
lets you fly against any 
combination of enemies 
you choose. 


¢ Refined game engine gener- 


ates realistic clouds, trees 
and increased plane detail. 


; : : An Electronic Arts* Company 
Copyright © 1995 ORIGIN Systems, Inc. Wings of Glory is a trademark of ORIGIN Systems, Inc. Origin and We create worlds are registered trade- "12940 RESEARCH BLVD. AUSTIN, TK 78750-3235 
marks of ORIGIN Systems, Inc. Electronic Arts is a registered trademark of Electronic Arts. http:/Awww.ea.com/origin.htm! 


Compton's Interactive Encyclopedia 
= KING, Martin Luther, Jr (1929-63). Inspired by the belief that love and 
if || peaceful protest could eliminate social injustice, Martin Luther King, Jr., became one of 
Bea = the outstanding black leaders in the United States. He aroused whites and blacks alike to 
Beem = protest racial discrimination, poverty, and war. A champion of nonviolent resistance to 
| oppression, he was awarded the Nobel peace prize in 1964. 


xd a free Martin Luther King, Jr 


4 Martin Luther King, Jr., was born in Atlanta, Ga, on Jan. 15, 1929. His father, Martin, ' 
fe eem |= St., was the pastor of the Ebenezer Baptist Church, a black congregation. His mother, 
Alberta Wilhams King, was a schoolteacher. Martin had an older sister, Christine, and a 
| younger brother, Alfred Daniel 
a 
ot Racism 
ae | Martin encountered racism at an early age. When he was 6, his fnendship with two 
Tre | white playmates was cut short by their parents. When he was 11 a white woman struck 


| hum and called him a “meger.” 

A bnght student, he was admitted to Morehouse College at 15, without completing 
| high school. He decided to become a mmmuster and at 18 was ordamed in his father’s 
| church. After graduating from Morehouse in 1948, he entered Crozer Theological 
| Seminary in Chester, Pa. He was the valedictonan of his class in 1951 and won a 


Caine. t © 0 


olitical correctness being what it is, you try to step carefully around people you 
think might be a little off kilter. Still, occasionally something happens and you 
need to take a stand. 

The following incident involves computers only tangentially—the issue is a 
much bigger one, but it is something that computer software will be more and 
more open to in years to come. Should the person in question win his legal case, 
our software will never be the same. 

Thomas D. Wallace, from Omaha, NE, has filed a $40 million libel suit against 
Comptons for the Compton’s Interactive Encyclopedia. The reason for the suit is 
that Wallace claims he was looking for information on the River Niger, when he 
mistyped the name of the river by adding a second “g” to the middle of the word. 
Imagine his surprise when four references popped up—three literary ones and 
one in a biography of Dr. Martin Luther King, Jr. Wallace says that he and his 
sons suffered emotional distress from the incident. 

A spokesman for Comptons has called the incident “just plain silly.” This reac- 
tion is probably due in no small part to Wallace’s having had a similar case 
kicked out of court in December. 

Here’s the situation in a nutshell. First, it is highly unlikely that Wallace was 


True, it’s an 


looking for information on the River Niger. It's more likely he was looking for a 
us ly word, and lawsuit. Having a history of similar cases makes his story extremely suspect. 
unfortunately, His story of emotional damage and distress is equally suspect, since the ref- 


erences in question are as inoffensive as possible. The King reference, the one 
with the most possibility for offense, was a comment about the racism he had 
endured as a child. None of the references could possibly be construed as racial- 
ly motivated. The word doesn’t appear in the glossary, and the reference (see 
the picture above) in King’s bio is the only one that is not part of the name of a 
work of art or literary work. 

True, it's an ugly word, and unfortunately, it’s one that’s used in this country’s 
past and present. We can hope to get away from its use in our present day, we 
cannot get away from it in our past. It is an unfortunate part of our heritage and 
history, and we need to live with that. 

What frightens me about this situation is that should Wallace win, the door for 
meaningless and stupid lawsuits is opened wide. Eventually, games could come 
with warning labels bigger than their manuals. Things that don’t have forty pages 
of disclaimers will be pablum not worth playing. 

Couldn't happen? Sure it could. We live in a society where people are jump- 
ing at the chance to be offended by somebody so that they can have a chip on 
their shoulder just like everyone else. Until we as a society learn to stop taking 
everything personally, we will be headed down the road for increasing amounts 
of legal gobbledegook. Sooner or later, everyone offends someone. I’d rather not 
have to worry about a lawsuit. 


it’s one that’s 
used in this 
country’s past 
and present. 


COMPUTER 
GAME 
REVIEW 


12 Steve Honeywell 


With all due respect to 


Minnesota and Atlanta, 
HFardBall may be the 
greatest series of all time. 


“HardBall 4 isn’t 2 i a conneseenemmereeee “HardBall 4 is 
merely better (than ee OS without a doubt 
ESPN Baseball), [—¥a0 2 = see the most realistic 
it’s in another OT ie 2 baseball simulation 
league entirely.” ee you can buy.” 

- Entertainment : 2S ae ee - Electronic 
: Entertainment 


“Great graphics and 
fantastic arcade action 
are what have made the 
HardBall series the most 
popular action-oriented 


ball games around.” oe Se 7 


— Computer : se Saati ti 
Gaming World 


DIIbIne ss 
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There is no debate. HardBall is the best-selling PC baseball game series of all time. And now, HardBall 4 
has refined playability and realism to an unfair level that has the experts adjective-silly. You get 
stats that would make a sports bureau envious. You get 28 stadiums that are now more detailed, 
from the nasty winds at The Stick to the ERA- bruising altitude at Mile High. And HardBall’s Graqtest 
graphics ever, with unequalled high-resolution digitized video graphics that'll have : 

you swearing you see all 108 stitches. If you want a PC baseball game, get HardBall 4. 

And when talk turns to the greatest game ever, you can say you were there. 


HardBall 4, Sport Accolade, and the Sport Accolade logo are trademarks of Accolade, Inc. ©1994. Accolade is an official licensee of the Major League Baseball Players Association. OMLBPA MSA . 
Distributed by WEA (Warner Elektra Atlantic Corp.), a Warner Music Group Company. All rights reserved. 
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I don’t 
assume that 
a person is 
ignorant or 
malicious 
simply 
because 
that person 
disagrees 
with me. 


COMPUTER 
GAME 
REVIEW 


Rush 
Redux 


efore | say any- 
thing else, I'll 
ask you to 
please read this 
letter through before consigning it to 
the circular file. I'm a conservative, 
but wait!—l’m open minded. | have 
no sympathy for Nazis, Klansmen or 
any others of that ilk. | hardly ever 
foam at the mouth, and | don’t eat 
babies (tried one once, didn’t like it). 
And, most of all, I’m not a bit upset 
if someone says something bad 
about Rush Limbaugh. He defends 
himself just fine, and | feel no need 
to step up to the plate for him. | do 
listen to his show, and at different 
times, | agree, disagree or just 
laugh at what he has to say. 

After reading David's letter in the 
March, °95 issue, | finally felt com- 
pelled to join the fray. I'll start by 
saying that Terry (Jan ‘95) is not 
representative of the typical conser- 
vative. Every group, religious, politi- 
cal or whatever, has within it a radi- 
cal, noisy segment which is an 
embarrassment to the mainstream 
members. I'd like to say that there 
are many conservatives like myself. 
We are articulate, level-headed and 
civil. We are firm in our convictions, 
but open-minded at the same time 
(Yes, this is possible.) 

| agree with you that unbiased 
reporting is a pipe dream. Instead, | 
pay attention to several news 
sources, keeping their various polit- 
ical biases in mind. My hope is that 
by filtering information from both the 
left and the right, | will be able to 
form rational, educated opinions. 
This process is called using your 
head. 

| have no problem with someone 
disagreeing with me. David says 
much the same in point one of his 
letter. Disagreement does indeed 
fuel a healthy society. However, two 
paragraphs down, he shows that he 
doesn't really believe that. | am 
offended by David's blatant accusa- 
tions about Rush fans and conserv- 
atives in general (points four and 
five). We are not the brainwashed, 
goose-stepping, anti-intellectual, 
sexist, racist, bigoted fascists that 
David, and apparently you, seem to 
think we are. 

| don’t assume that a person is 


ignorant or malicious simply 


because that person disagrees with 


me. | realize that there are educat- 
ed, intelligent people out there who 
have simply reached different con- 
clusions than mine. | would suggest 
that you, David, and for that matter, 
Terry extend that same courtesy to 
others. 

| realize that this letter is long- 
winded and has nothing to do with 
computer gaming. However, two 
months ago, you filled a whole col- 
umn with what is probably one of 
the least articulate conservative 
raves you received. This month, you 
published and politely agreed with, 
a stinging misinformative attack on 
conservative thought. If, as you say, 
different beliefs are the basis of 
Postage Due, | will hope to see this 
letter or one much like it in CGR 
soon. 


Bill Brewer 
Colorado Springs, CO 


And here it is. 

Despite the fact that this letter has 
nothing to do with computer gam- 
ing, it is an important letter and an 
important topic. You have stated 
your point, Bill, so | will state mine. 

! agree that it can be taken that 
David Butler's letter in the March 
issue was a slam on conservatives. 
However, | didn’t mean to offer 
some sort of sweeping generaliza- 
tion that all conservatives (or even 
all Rush Limbaugh fans) are low- 
grade zombies. | was agreeing with 
David on this point more in the spe- 
cific case of Terry rather than in the 
general case of conservative 
thought. But | will admit that 
Limbaugh does scare me, | think he 
uses misinformative tactics to get 
his point across and | do think he is 
anti-intellectual. We'll agree to dis- 
agree on this point, okay? 

! don't think anyone who saw the 
Postage Due section in the January 
issue felt that Terry was anything 
but the lunatic fringe of the conserv- 
ative population. And | never 
accuse anyone of doing the goose 
step until | see their jackboots. 

Finally, the liberal/conservative 
defenses are both interesting and 
important, but let's all keep Rush 
Limbaugh (both pro and con) out of 
our discussions in the future. He 
isn't the issue. Okay? 


style vs. Substance... 


since you guys like numbers so 
much... 
1) Flash over substance. Flash over 


substance. We've seen an awful lot 
of letters about flash over sub- 
stance. But how much of what we 
complain about is really flash over 
substance? 

Now, | don’t want to say that the 
computer gaming industry doesn't 
fall prey to graphics over game play, 
but I’d like to put forth the humble 
opinion that many people don’t read 
games right. Here's my reasoning: 
It's very difficult to come up with an 
original game in a genre nowadays. 
How many genre-transcending 
games have you seen recently? 
This is why Wolf made such an 
impression, because it was a truly 
novel use of role-playing. Now | 
enjoy programming in my spare 
time, and my experience bears this 
out. You try designing a game with 
a truly innovative interface, plot (at 
its core) or characters. 

| think a lot of people pick up a 
game which a designer had seen 
the likes of before and wanted to 
improve, which features different 
graphics, that the buyer simply did- 
n't like. All too often that person will 
claim, simply because the game 
has excellent graphics, that he or 
she’s found yet another case of 
flash over substance. Now rehash- 
es can go too far (need | say more 
than Doom clones?), but one every 
SO Often isn’t that bad, is it? 

It seems to me that there is also a 
prevailing and dangerous opinion 
that “game houses” as they are 
called, are like government: those 
big, all-powerful Houses of Nobility 
that see all, Know all, and will parcel 
Out games as they bloody well 
choose. Actually, they’re groups of 
folks trying to come out with innova- 
tive games in an already pretty well- 
defined arena. Often they feel they 
have no choice but to rely on a 
proven series (like Origin’s Wing 
Commander and Ultima series) sim- 
ply because there isn’t room for 
innovation. 

Neither am | saying that all we'll be 
seeing from now on is rehashes of 


Wolf was worth a look 
because it was unique. 


old games (which might not be such 
a bad idea, in some cases). There is 
some room for development and 
innovation, and frankly, I’m a bit 
miffed that a company as big as 
Origin can’t come out with a non- 
WC or Ultima game every so often. 
lf you want proof there’s more out 
there, take a look at the shareware 
markets. Just don’t keep calling 
everything that retreads familiar 
ground flash over substance. 
Whew! Okay, I’m fine now. 
2) Speaking of shareware, I'd really 


but not quite enough so to buy the 
game able to check out the game at 
least in some form. Plus, it’s good 
Pa. 

8) I'd be interested in an article, or 
even better an entire supplement, 
on what works for different genres 
and what doesn't, something like a 
“Constitution of Computer Games.” 
Hopefully game creators will have 
something to make them feel guilty 
if they consider using a no-no, plus 
us gamers will be able to say “this 
was wrong because of that.” A lot of 


.. frankly, I'm a bit miffed that a company 


as big os Origin can’t come out with a non-WC 


or Ultima game every so often. 


enjoy a column that reviews share- 
ware. It’s a huge market that sur- 
prisingly few people are aware of, 
and those that do have virtually no 
resource to rate them, even if just 
with a synopsis and thumbs-down 
or thumbs-up. 

4) Thanx for putting back Game 
Over! 

5) Can't anybody use anime for 
more than porno software in this 
beautiful country of ours? 

6) Stop the *#%ing swearing! Both 
in your mag (I’m no prude, but | fre- 
quently recommend CGR to 8-12- 
year olds) and in computer games. 
It's often unnecessary and used just 
for the heck of it. So why bother 
when kids could be playing? 

7) Note to all you game publishers 
out there: Have shareware copies 
(or at least demos) of all your new 
games available for public purchase 
(directly from the company for under 
$5), and freely distributable. This’ll 
make those interested in a game, 


18/000 (5 


Is Dark Forces derivative of Doom? Sure, but who’s counting? 


game players are turning into game 
designers, and a supplement like 
this could well serve as a template 
for the future. You might even want 
to send it to the major game compa- 
nies just as a subtle reminder. 
Brent Newhall 
Great Falls, VA 


1) There is a difference between 
flash over substance and rehash- 
ing. It's hard to create an entirely 
original product, true. That doesn't 
mean that it's hard to create a good 
interface, even if it means borrowing 
from another one. Dark Forces, for 
instance, has an interface straight 
from Doom. But it's a good inter- 
face. Not style over substance, but 
a legitimate borrow from the game 
that spawned the genre. 

Flash over substance refers to sit- 
uations when the game company 
puts more effort into the look of the 
product than to the game itself. It 
does happen, and it happens too 
often. 
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The CGR Review 


Breakdown 


All numerical scores are 
based on a 1-100 scale, with 
scores in above 90 indicat- 
ing a superior effort. 

_ The numbers along the 
side of each review indicate 
how each reviewer feels the 
game rates in each of the 
five different areas. While 
each of these factors is 
important in determining the 
reviewer's final score for the 
game, they are in no way 
‘intended to necessarily 
average out to that review- 
er’s overall score. The aver- 
age score for each game is 
the average of the three 
overall scores for each 
reviewer. 
- Games that average 90 or 
above receive the CGR- 
Golden Triad award. A 
game that averages 95 or 
above receives the Platinum 
Triad. : 
PC games are reviewed 
on Myoda 386 and 486 PCs 
and a Falcon Northwest 
Pentium using a variety of 
sound cards and controllers. 
Macintosh games are 
played on a Quadra 800. 
CD-ROM titles are played 
with double and quadruple- 
speed drives. 
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Regarding Origin, need | say more 
than System Shock? That was cer- 
tainly out of the main for them. 

2) We review shareware products in 
the regular review section. 

3) Why was there no number three? 
4) You're welcome. 

5) Apparently not, but we can 
dream. 

6) We don't print anything that can’t 
be said on prime time television. 

7) Yup. 

8) It would always be much too sub- 
jective. There is no formula for mak- 
ing a good game. Game develop- 
ment is an art and should be 
thought of as such. There are 
mechanics, true. Like the tech- 
niques in painting or sculpting, com- 
puter software has its nuts and bolts 
side, but the truly important stuff, 
the real meaty part of the game (or 
piece of art) is the personal expres- 
sion of the programmer or artist. 
There, | hope that wasn't too ideal- 
IStic. 


Short and Sweet... 


| have one question: Where do 
you get all the games you review 
from? 


Matthew Jurick 
Burtonsville, MD 


The companies that produce the 
games send them to us for review. 


Descending to 
New Levels... 


| just wanted to take a minute and 
thank you and your magazine for 
the Descent guide. | bought the 
shareware version, and got frustrat- 
ed with the control scheme. After 
having looked at the guide | thought 
that | should give it another try. That 
was yesterday, | got lost on level 7 
and almost threw my monitor out 
the window in frustration today (if a 
game gets me to that point, where 
I'm hooked but stuck, it’s a winner), 
So | took a breather, ordered the CD 


2. a 
~| Edward Smillie 
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Like X-Com, the sequel should 
turn some heads. 


Descent is definitely worth a further look! 


version of the game and am now 
writing you. 

Unlike most folks who say they 
read your magazine to get the low- 
down on what NOT to buy, | let you 
guys try to talk me into buying a 
game. | have been gaming ever 
since the Coleco Telstar “Pong” 
clone, and have had an Atari 2600, 
a Timex-Sinclair, an Atari 800XL, a 
Commodore 128, a Tandy 1000, a 
Pack/Bell 386/33 and now a 486/66. 
It takes a LOT of convincing to get 


me to buy a game, although | will 
admit that | do sometimes “impulse 
buy.” | wouldn’t have bought X- 
Com, if it hadn't been for the glow- 
ing reviews it got. | played the 
demo, and it was awful. 

Carry on with the good work, give 
Kevin, Ted and Tasos a raise, and 
yourself while you're at it. 

Oh, by the way, right on in regards 
to the Rush L. thing. It’s your mag 
and you stuck to your guns. 

X-Wing vs. WC | & Il, TIE vs. 
WCIII? Oranges and apples, | say. 
I've played them all and enjoyed 


them all. 
Dana Meyer 
Hemet, CA 


Would that giving raises was that 
easy! 

The guides are fun to do, and 
while they take a lot of work, we’re 
pretty much guaranteed that we'll 
like the game in question. Descent 
was that way—I didn’t think too 
much of it the first time | saw it 
(okay, it was cool but not that great) 


but the final product ended up tak- 
ing a lot of my free time. 

It looks like you bought about 
every system you could have 
except for maybe an ADAM and a 
PC Jr. 


Pirates and More... 


| just bought the February issue of 
CGR, and upon reading Postage 
Due, three of the topics really made 
me think. 


First, in the battle over Piracy, as 
far as | can tell, there is a question 
that is being ignored. Here it is: Are 
those who collectively purchase a 
software title pirates? For example, 
a friend of mine bought a certain 
game after pooling together money 
from a few friends. The average 
contribution was ten dollars. Once 
my friend bought the game, he sent 
the master disks around to the con- 
tributors with computers. To those 
who were without a computer and 
who still chipped in, he allowed 
unlimited access to the game on his 
computer. | didn’t chip in because | 
thought it was cheap of him to buy 
the game with other people’s money 
and yet withhold all of the paper- 
work and whatever else came in the 
box. 

second, | keep reading about 
profit off of sales and who benefits 
most. What | would like to know 
here is, does any of the boxed price 
of a game go to previous or expect- 
ed lawsuits? In case you didn’t 
know 


“Triad is a truly awesome game.” But don't take our word for it. 
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‘Kevin: Scare how Kevin 
felt that X-Com was the best 
game he'd ever played, it 


should not come as too 


‘much of a surprise that he is 
donesing for Terror from the 
Deep in a big way. In spite of | 


disliking most sports, he’s 
been hanging around NBA 
Live a lot. Something of a 
eet og him. : 


Ted: Can you say ta 
Forces? Ted can, but he has 


‘drooling al over r the a | 


He's a junkie for the game, 
-and the rest of us have to 
put up with it. The C-64 
“emulation kit should bring 
him back to reality, though 
the Virtual i-O i-Glasses will 
take him back to virtual land. 


Tasos: Tasos is a basket- 
ball fan, so it should come 


as no surprise that he has 


spent every possible second 
-with NBA Live. He’s just fin- 


ished his finals, so now he 


has even more time to play 
around with it. When others 
aren't looking, he loads up 
| Wings of Glory and blows 
‘Stuffup, | 


COMPUTER 
GAME 
REVIEW 


know, enough lawsuits have been 
brought against the Boy Scouts of 
America to necessitate a yearly 
Increase in dues or increases in the 
price of BSA equipment bought by 
scouts. 

Third, there seems to be a large 
number of game controllers which 
are right hand oriented. If anyone 
thinks that represents a bias against 
lefties, they ain't heard nothin’ yet. | 
was born left handed and lived hap- 
pily as a lefty until my first year of 
school. My teacher saw it as her 
purpose in life to train me to write 
right handed. As a result, my hand- 
writing is considerably sloppy even 
now as a college student. Thank 
God for Word Perfect. 

lf you want to stop pirates cold. 
just follow this advice. Make every 
game as large and as detailed as 
Wing Commander Ill. First, even if 
you could find a way to get it to run 
off a hard drive, which may be 
impossible, you would have to pos- 
sess a hard drive far larger than 
mine. | wouldn't be able to get a 
quarter of WCIII on mine! Second, 
many pirates simply don't have the 
money to afford powerful CPU’s or 
high speed graphics to play the 
newer, higher priced games. My 
lowly 386DX/33 is hard stressed to 
play my legal copy of Privateer and 
my single speed CD-ROM takes for- 
ever to load WCIl missions. 


Bryan Hamilton 
Savannah, GA 


As | read the law, your friends are 
technically pirates, since buying the 
game only allows you to use the 
game on one computer at a time, or 
to put it on one hard drive at a time. 
Despite the fact that everyone paid 
part of the price, it can only legally 
be installed on one system at a 
time. 

Most good sized companies have 
a legal department with a budget 
that is funded in no small part by the 
sale of games (or entirely by such). 
So in answer, sort of. 


Is the Combat Shotgun a 
pathetic toy? | don’t think so! 


That teacher should be taught to 
write left handed 

The first part of your idea for pira- 
cy prevention is a good'un. Even 
making the games detailed to the 
point where a manual is a necessity 
would cover that. Not everything 
needs to come on four CDs. but if 
you make it so that it's impossible to 
play without the documentation. 
you ve achieved your goal. 

The second part doesn't follow 
Just because someone is a Ssoft- 
ware pirate doesn't mean that they 
don't have money. In fact, some 
would argue that they have more 
money to spend on upgrading since 
they arent spending anything on 
software. Regardless, | don’t want a 
flood of letters telling me about their 
piracy stance vs. income. | wont 
print ‘em! 


Another Pirate Speaks 


I've got a lot to say, so I'll get right 
down to business. Was there any- 
one else besides me who was dis- 
appointed in Doom II? Apparently 
the guys at id wanted their money in 
a hurry, because they didn’t bother 
to put in anything new, which makes 
it pretty obvious that the closest 
they come to brainstorming is being 
struck in the head by lightning. 
There are practically no new fea- 
tures. The automap was kinda fixed. 
Oooooh! That makes for an entirely 
new game. We got one new 
weapon—correction—we received 
a modified version of an old 
weapon. Boy, we can really waste 
the little critters that hop around the 
screen with this pathetic little toy. 
One new boss creature. How excit- 
ing! So much mystery and sus- 
pense, what new and exciting bad- 
dies will be revealed next? Perhaps 
| seem overly harsh, but many will 
agree with me when | say that 
Doom II was just a retread of the 
original...If I’m going to spend fifty 
bucks on a game, | want to see 
something new and creative. 

Software companies should take 
some classes taught by the guys at 
Accolade: When they make a sec- 
ond installment of a game, they 
keep some of the features that 
made the first one great, and then 
add a whole new dimension. Star 
Control Il was, hands down, the 
absolute best game that | have ever 


played. It had most of the elements 
of the original, but an entirely new 
world was added to spark the play- 
ers interest and keep him/her 
awake at night, trying to figure out 
the damn pattern that showed the 
locations of the rainbow worlds. All 
of this whining brings me to my sec 
ond concern—piracy. 

| am an addictive software pirate, 
and | honestly don't see how | cost 
the computer game industry any 
money. Take Doom Il, for example. 
| got that from a friend soon after he 
purchased it. | had never planned 
on buying it anyway, so how does 
getting it from a friend cost the 
industry money? That extra copy on 
my hard drive cost id nothing. After | 
played it for a while, | became bored 
with the lack of new elements and | 
deleted it... 

sometimes piracy actually earns 
money in the form of expansion 
disks. A primary example of this 
was X-Wing. When | pirated X-Wing 
| had no intention of buying it. That 
was before I tried it. | became 
hooked, and when B-Wing came 
out, | purchased it... 


A Disgruntled Fan 
Around Pasedena, CA 


Others were disappointed in 
Doom II, but | wasn't one of them. 
Your complaints show that you 
spent almost no time with the prod- 
uct. The Combat Shotgun was hard- 
ly a ‘pathetic little toy” as any Doom 
ll player will tell you. In fact, for 
many players, it is the weapon of 
choice. There are also a number of 
new creatures. Even more, the level 
designs were better, the game 
tighter, the action more intense and 
the overall game superior. 

Regarding the other topic, | will not 
get into the nuance and reasons for 
piracy being theft. The truth is that 
software piracy is copyright infringe- 
ment. Whether or not you would 
have spent money on a product 
doesn't give you the right to use it 
without paying for it first. It's illegal 
any way you Slice It. 

Finally, |!am absolutely sick and 
tired of software pirates “justifying” 
their behavior blaming their crime 
on the price of software. You wanna 
play? You gotta pay. Frankly, those 
pirates who write in with comments 
like those in the above letter should 
quit whining and grow the hell up. 
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Like they say, it's not just the Navy, it's Are You Fit For Command? 
an adventure! It's USS Ticonderoga, the 
incredibly realistic naval simulator that puts 
you in command and in the center of battle. 

» Everyone is counting on you as the 
-. Annapolis-bred hotshot commanding 
sat the flagship missile cruiser of the 
See Navy's modern Heet. It's as close 
as you can get fo serving in the Navy PM Get to the bridge, 
without enlisting. cage inventory your weapons 
| : and take command of 
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Can you survive more than 20 different Compatibles 
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you progress? Can you command sorties that | 
reflect current world hotspots - North Korea, 
The Middle East and the North Atlantic? 
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deal to bring Games 
Workshop titles to the 
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Entity Comics 
becomes a shareware 
licensee of Epic 
Megagames 
software... 


Seattle Lab offers a 
new use for those old 
Commodore 64 disks 
you've been saving. 
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MICROSOFT 
HELPS 
MAKE 
DREAMS 
COME TRUE 


he pot just got sweeter, the 
deal just got _ better. 
DreamWorks, the nascent 
company formed by director 
Steven Spielberg, Jeffrey 
Katzenberg and David Geffen has 
received an additional monetary shot in 
the arm thanks to Microsoft. They also 
got a new partner in the person of 
Microsoft Chairman Bill Gates. The offi- 
Cclal announcement of Microsoft's 


involvement came on March 22. 


Started in October of 1994, DreamWorks has been something of a wonder 
in the entertainment community. Combining the talents of movie and anima- 
tion mogul Jeffrey Katzenberg, acclaimed director Steven Spielberg and 
music tycoon David Geffen, DreamWorks bid to develop a new entertain- 
ment studio has been met with both fears and expectations. As of November, 
the company had announced an alliance with Capital Cities/ABC to create 
television shows. 

Reaction in the entertainment industry at large has been mostly favorable. 
Jane Alderman of Jane Alderman Casting said, “I think it’s wonderful they 
have formed a company. You've got three great minds working together. But 
since they already had so much clout, they could have done anything. They 
were already doing what they wanted, kind of like Woody Allen at Orion.” 

The original plan for DreamWorks was to create a full entertainment studio 
capable of creating motion pictures; animated films and television pro- 
grams—network, syndicated and cable; and a record company, along with 
the possibility of an interactive entertainment venture. Microsoft's involve- 
ment in the creation of DreamWorks Interactive makes the idea of a software 
company a reality. Each company’s investment in the new concern, which 
will be called DreamWorks Interactive, will be 50 percent. 

The first products are slated to be released around the holiday season in 
1996, with Microsoft handling all of the distribution. While no products have 


been announced at this time, word 
from Microsoft suggests that the ini- 
tial focus will be on adventure-style 
games and interactive stories. 

Parry Stonesifer, Senior Vice 
President of Microsoft's consumer 
division said “With the creation of 
this company, our aim is to marry 
state-of-the-art technology and tools 
with the people who create great 
Stories and entertainment. We've 
only begun to imagine the possibili- 
ties from this collaboration.” 


The Details 
of the Deal 


Microsoft will also invest in 
DreamWorks itself as a minority 
investor. The initial investment of 
each company was on $15 million, 
for a total of $30 million, but both 
sides strongly hinted that they 
would be ready to invest substan- 
tially more amounts if necessary. 
Gates, in fact, hinted that 
DreamWorks Interactive would not 
run into “financial constraints.” This 
comes after the early March invest- 
ment of Microsoft co-founder Paul 
Allen into DreamWorks. Allen com- 
mitted $500 million to DreamWorks 
SKG, giving him 18 percent of the 
corporation. Microsoft's total invest- 
ment into DreamWorks was undis- 
closed at the time of this writing. 

It can be safely assumed that 
DreamWorks Interactive will work 
hand-in-hand with DreamWorks 
SKG to create entertainment soft- 
ware spinoffs of DreamWorks 
movies and television shows, most 
likely for use with Windows95. 


Howard Tullman of Chicago- 
based Imagination Pilots and pro- 
ducer on upcoming release Panic in 
the Park commented “This 
[DreamWorks] is the latest iteration 
of people in Hollywood thinking 
there is some magic in the equation. 
The ultimate winner in all of this is 
Bill Gates. His position is far smarter 
than that of Paul Allen.” Tullman 
continued by saying that until it is 
seen that someone the caliber of 
Spielberg can make a real differ- 
ence in this community, it’s far safer 
to be a consumer than to be an 
investor. 

Tullman believes that Gates will 
become frustrated with the 
Hollywood way of doing things. 
Relating his own experiences of 
shooting Panic in the Park on 16 
millimeter, he commented “(shoot- 
ing on film rather than Beta) quadru- 
ples production time. After every 
couple of shots, a guy who reminds 
me of nothing so much as a dentist 
comes out and cleans the camera— 
you don't Know what you've got until 
the next day, and you can easily 
waste an entire day’s worth of 
shooting if something goes wrong.” 
He feels that Gates may become 
frustrated with the technology com- 
pared to computer production and 
will be much more inclined to see 
things from Katzenberg’s perspec- 
tive. “You don’t need a $200 million 
Studio to create animation,” he said. 

David Swofford, Media Relations 
Manager at Origin said, “[Dream- 
Works] fits its name. It's incredible 
that all of that talent in Hollywood 
and the music community are com- 


“They already had so much clout, they 


could have done anything. They were 


already doing what they wanted.” 


The Industry Reacts 
The question is whether or not 
Microsoft and DreamWorks can 
make it work. Opinions fall on both 
sides regarding the two companies 
being productive together without 
letting ego or business sense get in 
the way. Currently on the Internet, 
response from game players and 
other consumers has been almost 
entirely positive. Both gamers and 
movie lovers are looking for better 
tie-ins between the two media. 


ing together with the top software 
company in the world. From a com- 
petitors standpoint, it's almost 
frightening. On the positive side, It 
means nothing but good things for 
Our industry.” Origin has been a 
leading developer in the interactive 
movie genre, particularly with the 
highly acclaimed release of Wing 
Commander Ill. Swofford continued, 
saying “We'll see the convergence 
of Hollywood and the gaming com- 
munity really take off now.” 


Sue Seserman, Public Relations 
Manager for LucasArts commented 
“We [LucasArts] feel that these are 
two very important forces in the 
computer and entertainment indus- 
try. Any attention put on computer 
entertainment [through Dream- 
Works] will benefit the entire indus- 


try.” 


debut sometime in August or 
September, is unlikely to have this 
pricing strategy in place when it is 
released. Rather, the goal is to insti- 
tute a monthly subscription-style 
payment and allow users unlimited 
access time to the network. This 
could well put pressure on on-line 
rivals like CompuServe and 


“{[DreamWorks] is the latest iteration 


in of people in Hollywood thinking there 


is some magic in the equation.” 


Microsoft's alliance with Dream- 
Works further underscores the com- 
pany’s commitment to its develop- 
ment of on-line services. Some 
believe that Microsoft may be dras- 
tically underestimating the difficulty 
of creating its ideal on-line service 
and interactive television products, 
but the company will forge ahead 
with plans that include entirely 
restructuring the pricing of its on- 
line system by abolishing, step-by- 
step, the hourly service charges for 
the Microsoft Network planned to 
become available in the near future. 
The new on-line service, set to 


America Online to cut costs to com- 
pete with the Microsoft Network. 

Gates’ desire for interactive televi- 
sion products were obviously a part 
of the reason for his interest in the 
DreamWorks project. With the con- 
tacts of Geffen, Spielberg and 
Katzenberg, doors formerly closed 
in Hollywood are more easily 
opened for the software giant. Not 
only will this make creating the 
desired interactive television prod- 
ucts easier, it will help the company 
create “interactive movie” style CD 
games more easily through its new 
Hollywood connections. 


SANCTUARY WOODS BREAKS AWAY 
FROM ELECTRONIC ARTS 


After operating for some time under an affiliate label deal with 
Electronic Aris, developer Sanctuary Woods is breaking away on its 
own. The relationship with Electronic Arts, which did not appear 
strained, is apparently being nullified because of Sanctuary Woods’ 
desire to take more firm control over the distribution of its own product 


line. 


The company’s retail sales organization has been beefed up consid- 
erably, thanks to this decision. The affiliate label deal with Electronic 
Arts expired at the end of March of this year. giving the company a sim- 
ple way out of the deal by simply not continuing it. 

scott Walchek, President and CEO of Sanctuary Woods commented 


that the move was made because of the tremendous growth experi- 
enced by Sanctuary Woods over the last several years. Walchek com- 
mented “While our affiliation with Electronic Arts has been a crucial fac- 


tor...our business and product line have reached a critical 


mass that 


requires greater control of our distribution.” This coincides with an 
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Intuitive game interface 


gives you added control. 


s give you arcade-quality fight- 
f you're not careful, a short life. 


irgin is a registered trademark of Virgin Enterprises, Ltd. 
QuickTime is a trademark of Apple Computer, Inc. 
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Railroads & Robber Barons 


With immigrants pouring in, America is poised for explosive west- 
ward growth. Magnates famed for their greed and business acumen 
rush to cash in. Can you handle the challenge? 

Lay track, build stations, purchase trains, and manipulate stocks 
to build an empire of iron and steel. History’s greatest Robber 
Barons will try to stop you by undercutting your lines and buying 
out your stock. Your only weapons are money and trains. Will 
your empire succeed or fall under the wheels of the competition? 
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CD ROM COMING SOON 


Available on: PC Compatibles, 386 or better, 4 MB of Ram, 3.5” High 
Density Floppy, Mouse, VGA color graphics. Sound Support for Sound 

Blaster AW32, Sound Blaster 16, Sound Blaster Pro and Compatibles, 
Pro Audio Spectrum and Roland. 


ee ® The Avalon Hill 
Game Company 


DIVISION OF MONARCH AVALON, INC. 
4517 Harford Road Baltimore, MD 21214 


1830: Railroads & Robber Barons can be found in computer game stores near you. For order 
information or for the name of a retailer near you, call 1-800-999-3222. Ask for Dept. 29-5 


Break through the competition! 


Actual screens may vary 


l*Motion Links up 
with Braderbund 


lMotion had been a long-time 
affiliate of Interplay, with the majori- 
ty of their American releases being 
shipped through a distribution 
agreement with the software giant. 
At the recent Winter CES, l*Motion 
announced that it would be breaking 
away from Interplay and pursuing 
life as an independent developer, 
shipping products through whoever 
paid for the distribution rights. 

All of that has now changed, as 
lMotion has announced a two and 
a half year exclusive deal with 
Broderbund to distribute l*Motion 
products. 

lMotion has made its name in the 
gaming industry with the Alone in 
the Dark series, and will seek to 
expand in new directions with 


The number of shots 
fired simultaneously 
by a Dreadnought in 
Spaceward Hol! IV. 


Prisoner of Ice will be shipped 
under Braderbund’s label. 
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 Situp. Lock up. Grab the stick. 
» Pullthe trigger. Blastthe 
~  Zurtrons. Escape | 


F~ — through hyper- sy 
space.Thencool =~. 
down with some hot 
jazz. Feel 
the sound? The 
rush? The riffs? No? 


©1994 by Yamaha Corporation of America. Ail rights reserved. Yamaha, YST, and the 
Yamaha logo are registered trademarks of Yamaha Corporation of America. Lunicus 
game artwork provided courtesy of Cyberflix, inc. Lunicus game available on CD-ROM. 


games like CEO of A-IV Network$, 
Marco Polo, Prisoner of Ice and 
Chaos Control. All four titles are 
scheduled to ship by the end of the 
third quarter this year, and all will be 
distributed by Broderbund under the 
new deal. 


Looks Like it 
Missed, Again 


Spectrum HoloByte has 
announced that the scheduled 
release of Star Trek: The Next 
Generation—A Final Unity has been 
delayed once again. The release 
date has now slipped to the second 
quarter of 1995, with no official date 
of release set. 

The project has been plagued with 
delays since its inception and is now 
running a number of months beyond 
its original projected release. Hopes 
were that it would be released in 
conjunction with Star Trek: 
Generations in theaters, or that it 
would hit shelves around 
Christmas, 1994. 

Spectrum HoloByte has also 
announced that the projected slip of 
A Final Unity will have detrimental 
effects to its fourth quarter earnings, 


You need a set of 
YST-M5 powered 
monitored speakers. 
Hungry for more? Just 
add a YST-MSW10 
powered subwoofer. 


A Final Unity may finally be 
released in the near future. 


and that these revenues are expect- 
ed to be “significantly below” earn- 
ings for its third fiscal quarter. 


Borders Goes Interactive 

National bookseller Borders, Inc. 
has announced that it will begin 
what it terms a “significant New 
Media expansion.” After test mar- 
keting PC CD-ROM and floppy disk 
departments in selected stores, the 
company will be adding computer 
software to a total of 28 of the 79 
Borders locations. 

Much of the success of the pro- 
gram is attributed to Borders’ offer- 
ing shoppers up to 100 interactive 
demos per location, allowing the 
consumers to actually play the prod- 
ucts before purchase. Plans are to 
stock over 2,500 titles. 


Call 1-800-333-4442 for the 
launch base near you. Tell 
em you're power hungry. 


Yamaha Corporation of America, Computer 
Related Products, 6600 Orangethorpe 
Avenue, Buena Park, California 90620 - 
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THE HOT HUMBER 


Shaquille O’Neal’s 
93/94 free throw per- 

centage, according to 
EA’s NBA Live ‘95. 


Don't Throw Away Those Old Games 


For many computer game players, 
the first machine they ever played a 
game on was the Commodore 64. 
In a number of ways, this computer 
was the quintessential gaming 
machine. It had excellent capability 
for graphics, sound capabilities that 
surpassed most other systems on 
the market and it was inexpensive 
enough that virtually anyone could 
afford to buy one. It had its limita- 
tions, naturally, but for its time, it 
was the most popular computer sys- 
tem in the country and with very 
good reason. 

But, the Commodore 64 is now 
terribly outmoded, and most soft- 
ware manufacturers have given up 
on supporting the system for a num- 
ber of years. Still, there are gamers 
who keep their old 64s around for 
the same reason many buy a 
turntable when looking at new 
stereo equipment. Much of what 


they have in the older medium, be it 


vinyl albums or Commodore 64 soft- 
ware is both irreplaceable and very 
dear. 

The nostalgia market is big, and 
growing all the time. No further evi- 
dence of this trend should be need- 
ed than the recent Activision 
release of the Atari 2600 Action 
Pack, Vol. 1 and the not-so recent 
release of the Microsoft Arcade, 
containing classic arcade stand-bys 
for Windows. Should more evidence 
be needed, witness the creation of a 
Commodore 64 emulation kit from 
Seattle Lab. 

The company, primarily a devel- 
oper of system and data administra- 
tion tools for Windows NT has 
branched into the more entertain- 
ment-driven market with this kit. 
While the emulation is basically a 
DOS-based software kit, the pack- 
age does also come with an adapter 
cable for the Commodore 1541 disk 
drive unit. Additionally for the truly 
experienced gamer, the system will 
also accept tape drive connections. 

The minimum system require- 
ments for the kit are a 486 with 500k 
RAM, VGA display and DOS 3.0 or 
better. The support includes Gravis 
Ultrasound, Sound _ Blaster, 
ProAudio Spectrum and more, as 


well as one or two joystick inter- 
faces. 

Prices for the software and cable 
are reasonable, with a total price 
including postage of around $70. 
Seattle Lab can be contacted at its 
World Wide Web site (http://www 


The idea of interactive media has 
been taken one step further thanks 
to Don Chin and Entity Comics. 
Two upcoming comic book releas- 
es will feature packed-in shareware 
games from Epic Megagames. 

Chin, the publisher of Entity 
Comics, says he got the idea from 
an article in Comic Book Business, 
a trade magazine covering the 
comics industry. According to this 
article, the loss in sales that the 
comic book market is currently 
experiencing can be directly attrib- 
uted to the increase of sales in both 
video/computer games and trading 
card games like Magic: The 
Gathering. His idea was to woo 
back the game player by offering a 
cost-effective package of both 
comic book and game. The pack- 
ages will sell for $6.95 for both the 
comic and the shareware game. 

Currently slated for June release 
is Nira X: Cyberangel #4, which will 
include the shareware version of 
Highway Hunter, and Harriers #1, 
which will have the shareware ver- 
sion of Overkill. Both games are 


Remember this screen? You could be seeing a lot more of it! 


You've Got Software in my Comic Boo 


seattlelab.com) or by calling (206) 
828-9001 for orders. 

At present, the Commodore 64 
continues to have the largest quan- 
tity of available games developed 
for it of any computer system ever 
created. 


produced and distributed by Epic 
Megagames. To get the rights to 
pack in the products, Chin became 
a shareware vendor for Epic, allow- 
ing him the right to create and sell 
his own copies of the games. 
Should the promotion work, it's 
something that Chin would like to 
do for special issues and series 
launches of other Entity titles. Chin 
and Entity are currently in discus- 
sion with both Apogee and id 
Software and are pursuing promo- 
tions with these companies as well. 
Chin commented that Entity is try- 
ing to keep the genre of the game 
tied in with the genre of the comic. 
“We're even thinking of including a 
car chase scene in that issue of 
Nira X, although we can't call it 
‘Highway Hunter,” Chin said. 


Highway Hunters will be 
packed with Nira X #4. 


THE NASCAR. RACI 
HAS JUST B 


INTRODUCING THE NASCAR. TRACK PACK. ce if 
TRACKS TO ADD TO YOUR ORIGINAL NASCAR=: RACING! 
FOR MORE FUN AND EXCITEMENT! <<. ess 


ee 


WE'VE HYPED 
NASCAR RACING 
JUST ABOUT AS 
MUCH AS WE COULD. 
NOW WE'LL SIT BACK 
AND LET THE EXPERTS 
HAVE THEIR SAY. 


PC Gamer's Best 
Sports Program of the Year 


Computer Game Review's Golden 
Triad Award and Best Sports 
Program Of 1994 


CES Innovations Award for Outstanding 
Simulation 


OUT THIS NEW 
EXPANSION KIT AND 
WITH THESE RACING VENUES. 


Charlotte Motor Speedway 
Dover Downs International Soeedway 


Interactive Gaming’s 1994 Game of the Year Pocono Raceway OUT 
Award for Best Sports Program North Carolina Motor Speedway CAL REE 
Interactive Gaming's Editor's Choice Award In North Wilkesboro Speedway = OPP FOR 
Recognition of Outstanding Achievement in Sears Point Raceway 5 Ex LANGE 
Game Design and Execution of Production Richmond International Raceway © pROGRAM 

Computer Gaming World's Best NASCAR TRACK PACK OFFERS SEVEN 

Simulation of 1995 NEW CHALLENGES TO ROUND OUT YOUR 

SPA's Codie Award for FULL RACING SEASON. 

Best Sports Program Available on PC CD ROM at \ } 

1995 Or call 1-800-836-1829 to [e 

a Tac yay [CVs ™ 

NASCAR Racing, officially licensed by ; atl \ ] DY Bei | ~ i Distributed by Virgin 
NASCAR, is the most realistic driving | aN - A yA J oh J — » © ne / mrt 2 rae INC. 
simutation available for your PC. ieee pence vero oy ee oem pense oa 
NASCAR Is a registered trademark of the National Association for Stock Car Auto Racing, Inc. NASCAR Rac cing is officially licensed by CAR Fae (rus iS a registered trademark of Pay TUS pessn G OUD, 


nc mpl is a trademark of Virgin Enterprises, ‘TD. “DuPo ynt Automotive Finishes trademarks used L Inder license from Motorspo rt . mae NS, Du 
Marlin name and likeness and KODAK, GOLD and Trade Dress are trademarks licensed to Papyrus Design Group, Inc. by Eastman Kodak Company 
from Aver tae Management 


a Jeff Gordon and Hendrick Motorspc re Sterling 
well House is a registered trademark under license 


SEND US 
YOUR 
COMMENTS! 


Computer Game 
Review and CD-ROM 
Entertainment wel- 
comes any and all com- 
ments on any number of 


topics. Forward all com- 


ments, criticism and 
queries to: 
Postage Due 
c/o Computer 
Game Review 
1920 Highland Ave. 
Suite 222 
Lombard, IL 60148 
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GAME 
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Mindscape Signs 
Deal for 40K 


Board gamers have long known 
about the presence of Games 
Workshop. While many gamers 
were playing pen-and-paper role- 
playing games and others were try- 
ing their skills at hex-based war 
games, Games Workshop fans got 
a little bit of both. Of anything, 
Games Workshop is most widely 
known in the gaming field for the 
extensive use of miniatures in their 
products. In fact, many game rules 
state that the miniatures are such 
an integral part of the game that to 
play without the proper ones is tan- 
tamount to breaking the rules and 


out this year. 


The UK-based company has 
recently signed a deal with 
Mindscape to create nearly half a 
dozen games based on the popular 
Warhammer, Warhammer 40,000 
and Man O’ War games. Mindscape 
estimates that the products will 
begin shipping as soon as 
September of this year. 

Currently planned are both action 
and strategy titles. On the current 
slate is Warhammer 40,000: Dark 
Crusaders, a first-person action 
game set in the Warhammer uni- 
verse. This will be followed by a 
second, strategy-based Warham- 
mer game that will feature game 
play more similar to the miniature 
style of most Games Workshop 
products. In early 1996, gamers can 
expect to see Warhammer: Blood 
Fist, an action title based on 
Warhammer Fantasy Battle and 
Warhammer 40,000: Dark 
Millennium, a second strategy prod- 
uct. While the Man O’ War game is 
a part of the agreement, there is no 
current schedule for the computer 
version. 

Mindscape is excited about the 
deal and plans to continue its rela- 
tionship with Games Workshop. 
According to one Mind-scape insid- 
er, the Warhammer, Warhammer 
40,000 and Man O’ War titles will all 


be produced with frequent input 
from the board game designers at 
Games Workshop. 

Computer gamers have had sev- 
eral tastes of Games Workshop 
products in the past. Electronic Arts’ 
release of Space Hulk was a faithful 
representation of the Space 
Marines crusade against the 
Genestealers. More recently, the 
MicroLeague release of Blood Bowl 
has given Games Workshop fans 
additional reasons to spend time in 
front of the computer. 


Titus Plans Line of 
Head-to-Head Games 


Virtual reality has been a major 
topic both in the computer gaming 
realm and in the mainstream media. 


As of yet, no one has determined 
what makes something “virtual real- 
ity,” but it looks as if Titus Software 
may be homing in on a definition. 
With the advent of relatively 


ed here at CGR, which is one of the 
reasons that doing this particular 
column is rough. Many times, 
someone has found something 
they think is wrong, only to have it 
nixed by the rest of the staff. Thus 
there are a number of “wrong’ 
items that have never been seen in 
these pages. This, however, was a 
unanimous choice by the entire 
staff. 1830 POGs from Avalon Hill. 

Sure in the knowledge that POGs 
themselves are inherently wrong, 
the notion of creating a set based 
on a game (albeit an excellent 
board and computer game) is 
inherently more wrong. At least X- 
Men POGs are hitting the right 
audience. 

With the release of the no doubt 
soon-to-be-sought-after William 
Henry Vanderbilt POG, we can 
expect to see full lines of 
Shakespeare POGs with Lady 
MacBeth metal slammer from 


_ = 


ITS JUST WRONG! 


We do our best to be open mind- | 


affordable head mounted displays 
(see the review of the i-Glasses 
from Virtual i-O on page 68), the 
idea of VR gaming is nearing reality. 
To coincide with this breakthrough 
technology comes the Versus 
series of games from Titus. 

The initial game, Metal Combat, 
will fully support the head mounted 
displays. The game, which will fea- 
ture armored tank combat, will allow 
one or two players on the same sys- 
tem or up to four connected via net- 
work. Headsets that feature micro- 
phones will allow two players com- 
peting on one team to communicate 
amongst themselves without the 
other team being able to listen in. 
Obviously, other possible combina- 
tions, including all four players act- 
ing independently, are possible. 


us| 


Titus hopes that the revolutionary 
line of software will help fuel the cur- 
rent excitement surrounding virtual 
reality gaming. Should the game 
meet its proposed standards, it will. 


see 
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Topps, Masterpiece Theater POGs 
(featuring the hard to get Alistair 
Cooke hologram POG) from 
SkyBox and other highbrow good- 
ies. Perhaps we can expect a com- 
plete line of Oxford English 
Dictionary chase POGs in the near 
future as well. 


E-UP FOR"AN ADVENTURE IN THE WILDEST WEST EVER 


Dark 3 and you may find yourself in “the town too tough to die!” Register by June 16, 1995, 
loa geese aa | could be off on one of three week-long trips for ‘two to Tombstone’s gold mines, authentic saloons, and 
Notr Wild West-adventure is infamous OK Corral. You could also win 15 l*Motion CD-ROMs and 75 hint books. 

Tow available on PC CD-ROM. — 


: Alone in the Dark 3 will also take you on a 3-D adventure to the ghost town of Slaughter Gulch, where the cast 
tS Windows compliant and and crew of Hill Century Studios’ latest production have vanished. As supersleuth Edward Carnby, you'll enjoy up to 
‘Sound Blaster compatible. 70 hours of solving puzzles and dodging outlaws as you uncover their mysterious disappearance. So sharpen your 
| ~ with Alone in the Dark 3 you can’t imagine how wild the West can get. 


THE DARK 3 BY JUNE 16TH FOR YOUR CHANCE TO.WIN. 


For more information or con- 
fest rules, call: 800-443-3386, 


spurs and get ready for the 
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“It’s only got 
fourteen levels! 
How good ton 
it he?” this is a 
lament ve 
heard sinte 
Dark fortes 
entered its beta 
stage. 


COMPUTER 
GAME 
REVIEW 


ust When You Thought i was Sate to 
G0 {0 a Galaxy Far, Far ANay,.. 


‘lf it weren't for those meddling 
kids, the Death Star might still be 
okay,” thought Lord Vader as he 
waited for the Interstellar Towing 
Service to arrive. He shifted uncom- 
fortably in his seat. “Oh, well. It's off 
to the scrap yard. Maybe I'll be able 


Briefings will aid you in plot- 
ting your strategy. 


to get a few bucks for it. But what 
am | going to tell the Emperor?” 

“Lord Vader?” 

“Maybe | should tell him that 
someone sideswiped me in the 
parking lot at the Kroger...” 

“Excuse me, Lord Vader. May | 
have a word with you?” 

Lord Vader sighed. There was no 
way out of it. He’d have to tell the 
Emperor the truth. He sighed again, 
trying to keep the first sigh compa- 
ny. 

“Lord Vader, | have something to 
discuss with you...” 

Slowly, ponderously, the Dark 
Lord of the Sith shifted around to the 
source of the voice. He had hoped 
to avoid this particular voice, as it 
belonged to one General Rom 
Mohc, a fat man given to wearing 
his uniforms one size too small and 
who, like the venerable Eyh 


D’Hasskill, always had some 


scheme or another up his sleeve. 
Oh, well, better than nothing... 
“What is it, General Mohc? | have 
much on my mind.” 
General Mohc, as was his custom, 
was sweating profusely. “Well, 


Mission One: retrieve the 
Death Star plans. 


sir...” he began. “To put it diplomat- 
ically, Moff Tarkin completely 
screwed up. Fitting that he should 
go down with his beloved Death 
Star.” 

“General Mohc, | authorized the 
building of the Death Star.” Vader 
put on his most menacing face. For 
a man whose face is covered by a 
mask, this is no easy trick. “Would 
you have me dead as well?” 

General Mohc swallowed ner- 
vously, attempting to hide the visible 
shaking his hands were now experi- 
encing. “Er, ah, that is, no, Lord 
Vader. It's just that perhaps now 
you will see the merit in my latest 
idea, the Dark Trooper.” 

“Didn't you try to put that one past 
the Imperial budget and planning 
committee last year?” 

“Well, to be honest, in a word, 


” 


yes. 


erhaps if the Empire had had Dark Troopers around 
when Luke Skywalker was traipsing around the 
known universe with his sister and Han Solo, he might 
have considered the benefits of coming over to the 
Dark Side of the Force. 


Lord Vader looked at the fat gen- 
eral. “Perhaps,” he thought, “l can 
shift some of the Emperor’s focus 
away from the Death Star mishap.” 
Hmmm... Neurons and synapses 
worked feverishly. “What did you 
have in mind, General Mohc?” 


The infrared goggles help in 
those dark areas... 


THE MEN IN THE 
IRON MASKS 


Star Wars Dark Forces takes 
place between the end of Star Wars 
and the beginning of The Empire 
Strikes Back. General Rom Mohc 
has a plan involving a new kind of 
stormtrooper. The Dark Trooper is a 
mechanized unit made from a spe- 
cial metal alloy recently developed 
by Imperial scientists. The robot's 
body is tough, able to take inordi- 
nate amounts of damage. But the 
Dark Troopers also wear body 
armor. This armor allows them to fly 
and to carry weapons beyond the 
abilities of men. Speaking of their 
weapons, you'll find that they are 
possessed of an incredible rate of 
fire or can inflict damage in heavy 
doses. The closest weapon you'll be 
able to carry that even comes close 


Stormtroopers may not be 
crack shots... 


to the firepower available to the 
Dark Troopers is the Autocannon. It 
is similar in design to one of the 
weapons carried by the Dark 
Troopers, but weighs quite a bit 
less. You'll find that, if you must face 
down a Dark Trooper, you'll want 
this weapon at hand. 


WEAPONS OF THE 
APOCALYPSE 


All told, there are ten different 
weapons that you'll use in Dark 
Forces. The lowest level weapon is, 
of course, your fists. Don’t underes- 


. ETS 


...and Imperial commandos 
aren’t much better... 


but suffers from a slow recharge 
rate. As with all laser weapons, its 
impact diminishes with distance. 

The Stormtrooper Laser Rifle is 
your number three weapon. Faster 
than the Bryar, its accuracy is ques- 
tionable since you'll use it most 
often to shoot from the hip. It uses 
double the amount of power of the 
Bryar while inflicting the same 
amount of damage. Use it when you 
feel the need for speed. 

The fourth weapon you'll pick up is 
the Thermal Detonator. You can 
use It in two ways: as an impact 
device and as a timed device. The 
[CTRL] key primes the impact 


...but don’t let an officer get a 
bead on you! 


ibly rapid rate of fire and is much 
more accurate than the Storm- 
trooper Laser Rifle. 

If you're in the mood for some 
some artistic metal sculpting, you 
can't go wrong with your number six 
weapon. The Jeron Fusion Cutter is 
a construction tool, and it'll make 
short work of almost any type of 
metal or armor. The [CTRL] key 
fires one shot, while the [Z] key fires 
all four barrels at once in a cone- 
shaped trajectory. 

If you've got a pesky enemy fol- 
lowing you around, an easy method 
of getting rid of it is to drop a few 
|. M. Mines in its path. These are 


With the entire Star Wars universe of their 
Misposal, how could lucasArts go wrong with 
their [gamel, right? 


timate the power of these; at one 
point, they're all you have to defend 
yourself against the advances of 
one of Jabba the Hutt’s kell drag- 
ons. They pack approximately the 
same damage potential as your 
number two weapon, the modified 
Bryar Pistol. 

The Bryar pistol is highly accurate, 


A random bit of Imperial graffiti... 


mode, while the [Z] key gives you a 
three second delay. The longer you 
hold down the [CTRL] key, the far- 
ther you'll toss it. 

Kids just love the Imperial 
Repeater! Relying on a different 
type of ammunition (power cells) 
than either of the lasers (energy 
packs), the Repeater has an incred- 


proximity/timed mines that do a 
great deal of damage. Don’t stick 
around after you've dropped one! 

If you'd like the same damage 
potential of the mines but without 
the close-range risk to yourself, it 
would be tough to beat the 
Packered Mortar Gun. This gun is 
most efficient for taking out clusters 
of enemies that are out of reach on 
a ledge. 

Your ninth weapon is one that 
you'll want to use only in wide, open 
areas. The Stouker Concussion 
Rifle is popular among smugglers, 
as it is small enough to be con- 
cealed and won't do incidental dam- 
age to ship hulls. It fires com- 
pressed packets of ionized air that 
explode in shock waves; unfortu- 
nately, it isn’t very accurate. 

Your highest powered weapon is 
one that you should only bring out 
when you have some serious killing 
to do. Similar to the weapon found 


Dark Forces 
By LucasArts 


P.O. Box 10307 
San Raphael, CA 94912 
(800) STAR-WARS 
(415) 721-3300 
Fax: (415) 721-3344 


AVERAGE SCORE: 


386/33+, SVGA, 8MB RAM, 
2xCD-ROM, DOS 5+ 


Controller 


Mouse or Keyboard 


Hard Drive Space 


10 MB 


Number of Players 


One Player 


Available For 


PC and compatibles 


Designed By 


LucasArts 


Distributed By 


LucasArts 


Street Price 


$55.95 
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Originality 


32 


Playability 


89 


Visuals 


92 


Audio 


89 


Manual 


76 


Originality 


45 


Playability 


94 


Visuals 


92 


Audio 


92 


Manual 
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Originality 


56 


Playability 


87 


Visuals 


90 


Audio 


92 


Manual 


78 


NA 


We have a new winner in the style-over-content race. The ini- 
tial sensory feedback in DF is so very excellent that it may 
take hours or days for the player to see through the delicious 
frosting to the veryestal@ecake.beneath.Jhe graphics are 
beautiful: the soun@s mimic the movies. But eventually, seri- 
ous problems sh@ne through, Leaving aside the incredible 
omission of netwOrk play, Other G@Sign inadequacies and bad 
decisions soon made themselves felt. Tne lack of a save fea- 
ture would not b@ SO telling # most levels Gidn't take hours to 
complete—die tog Many times and vou ve lest hours of work. 
Too many missioA$ fequire Spli@S@COnd jumps, timed runs or 
needless repetition. “Mereal omssienerere, though, Is origi- 
nality. The enemies show little variety, and all are cookie-cut- 
tered from the movies. There are few memorable locations, 
and all fights feel the same. It’s enjoyable for a while, but 
you'll feel like playing a real game afterwards. ~- Kevin 


“It's only got fourteen levels! How good can it be?” This is a 
lament I’ve heard since Dark Forces entered its beta stage, 
and the answer to the question is, “really good.” The levels 
are huge in most casggwam@blarge all but.one (the first level). 
The secret areas are Well and truly se@ret and it can take up 
to five hours to map ain entire fevel. One thing that is lacking 
is a “restart level” feature: each level takes about 45 seconds 
to load (about 30 Of @ Pentium) rand that's a big drag. The 
interface has been“wel=planned; Doomeers will have little 
trouble adjusting tolitieshae Only difference | noticed between 
the difficulty levels i$ tn@ number of @nemies. Power-ups and 
enemy accuracy stay"te-same. Nof Deng able to save your 
game is, for once, a feature | like; however, the already men- 
tioned level restart should have been put in in lieu of this. 
Otherwise, there’s no good way to test a theory without the 
chance of losing a life. - Ted 


You've probably heard us bitch and complain about all of the 
Doom clones from the last year, and how few of them were 
original enough to make them good. With the entire Star 
Wars universe at.dieimmeisposal a@wmeould Lucas Arts go 
wrong with theirs, M@Al? It does Nave ine familiar sounds for 
the guns and th@ goors, 6c. from ine*movies. However, for 
mainstream Stak Was fans like myself} Was disappointed to 
find that | would play the role of mercenary without ever get- 
ting to go on som@ Gangerous mission With Buke or Han or at 
least have Jedi POWers anda ight Saber it seems that that 
area of the Star Wars universe Could really give Dark Forces 
its own unique identtyas'a first-persorm*game. The graphics 
engine Is as good as any out there, but the level designs 
show little innovation. What about enemy Al? Not good but 
not stupid; they won't just charge at you, but they will stand 
there and take a beating. - Tasos 


on some types of Dark Trooper, the 
Autocannon packs a real wallop. It 
fires special plasma charges and 
missiles that can inflict grave bodily 
harm. It is very rapid, and so uses 
plasma at a prodigious rate. 
Because it must be slung over the 
right shoulder, your vision will be 
obscured by the device in that direc- 
tion. The missiles it fires are approx- 
imately twice as powerful as the 
mortars used by the Packered Gun. 

A quick note on aiming: just 
because you have an enemy in your 
sights doesn’t mean that you'll hit 
him. Enemies outside of ten 


' 


W a80/300 9 aw a 
With no in-mission save fea- 
ture, watch for extra lives. 


degrees above and below you and 
to the left or right of you must be 
aimed at, or else you'll miss them. 


INTERFACING 
WITH THE ENEMY 


Those of you who are already 
familiar with the basic layout of the 
Doom interface should have little 
trouble getting adjusted to the Dark 


leaving aside the incredifle omission of 
network play, other design ingqdequaces 
.. 500n made themselves felt. 


Forces interface. New keys to get 
used to are the [X] key for jumping, 
the [C] key for crouching, and the [Z] 
key for alternate weapon usage. 
You'll have to unlearn the [F6] 
quicksave key; Dark Forces doesn't 
allow you to save. Instead, you have 
a certain number of lives (you can 
collect more) with which to complete 
each level; should you be killed with 
lives left on the meter, you'll be 
placed near the last invisible flag 
you passed. If you lose all your 
lives, you'll have to start the level 
over. The first seven function keys 
do various and sundry things; you'll 
find the [F1] key very useful. It 
brings up your personal digital 
assistant, which gives you a 
detailed mission briefing, a short list 
of objectives, your inventory (handy 


In most missions, you'll need 
to get back to your ship. 


for looking at code keys) and cur- 
rently carried weapons, and a 
detailed “explored territory” map 
that lets you page through each 
level of your current mission. 


Choose your friends wisely and well. 


GO HEAD TO HEAD 
WITH AN ATR WARRIOR. 


FOR REAL. 


LY. COLONEL ROBERT “MOUSE” SHAW 
VETERAN F-16 FALCON PILOT AND GENTIE® USER 


HE'S JUST ONE OF HUNDREDS WHO ARE WAITING TO 
TAKE YOU ON -- ON GENTE® MULTIPLAYER GAMES. 


FOR UP TO 17 FREE GAME HOURS 
ALL 1-300-638-9636 


TDD 1-800-238-9172 (FOR THE HEARING IMPAIRED) 


AIR WARRIOR® HARPOON™ GEMSTONE II FEDERATION Il CYBERSTRIKE™ 
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OUR GAMES BLOW EVERYBODY ELSE’S AWAY! 


U.S.S. Ticonderoga 


By Mindscape 


60 Leveroni Court 
Novato, CA 94949 


@eeeeeeaeoceaeoseeseseeeeeee6 


(415) 883-3000 


Fax: (415) 883-0337 


AVERAGE SCORE: 


486 DX or better, 8 Meg RAM 
VESA SVGA, 2x CD-ROM 


Controller 


Mouse or Keyboard 


Hard Drive Space 


15 Meg 


Number of Players 


One Player 


: Available For 


PC and compatibles 


Designed By | | 


Intelligent Gamed Ltd 


Distributed By © 


Mindscape 


Street Price 


$39.99 


COMPUTER 
GAME 
REVIEW 


Don’t Call Me Ishmael 


Use Harpoons 
on something 
other than 
whales. 


Naval warfare has changed some- 
what from the days of long guns and 
boarding actions. It's even changed 
a bit since the days of the battleship 
and the broadside. These days, a 
naval commander must keep on 
constant alert for streaking missiles, 
lurking submarines and inbound air- 
craft. It's a high threat environment 
and the U.S. Navy has put together 
a high-threat ship class to handle 


dialogue choice. 


it—the U.S.S. Ticonderoga missile 
cruiser, and she’s all yours. 

Take command in three tense 
Campaign areas: the Persian Gulf, 
the North Atlantic and Eastern Asia. 
Over 20 mission scenarios are 
included to challenge your grasp of 
real-time prioritization and com- 
mand. Deal with incoming fire as 
well as saturating the proper targets 
with your own missiles. You'll com- 
mand task forces by either individ- 
ual orders or by setting engagement 
orders on a ship-by-ship basis. 
U.S.S. Ticonderoga uses real U.S. 
Navy specs for weapons and target 
data, so be prepared for the worst 
this world can offer. 
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The Bunker Hill takes on a few 
oil platforms. 


Originality 


73 


Playability 


85 


Visuals 


73 


Audio 


76 


§2 


Originality 


61 


Playability 


81 


Visuals 


93 


Audio 


91 


Manual 


82 


Originality 


64 


Playability 


78 


Visuals 


83 


Audio 


87 


74 


| can only wonder if modern naval combat is as simple and 
dispassionate as U.S.S. Ticonderoga would have us believe. 
It's all circles and squares moving slowly towards one anoth- 
er, doing very little to draw me in. While the game sports 
dozens of screengs@f émdered gr@PRIGs, portraying various 
corridors and roOMiSin ihe Ship ney are entirely embroidery 
with very little game purpose, Game play Consists of moving 
from screen to SGP@6h USING NOEKEYS, aNd Cicking and drag- 
ging the simple ig@OASTO inaicale tring ag Movement. It's all 
very pastel and @leain. ang eminently. playable. Unfortunately 
the rest of the Gam@saGunG thé Gore iS Mot so clean. There 
are only three campaign areas, and Gachynust be traversed 
in absolute order, witfPf0 difficulty S@tttigs. Many actual mis- 
sions can involve watching the computer carry out your 
orders. punctuated with random and tiresome 3D animations 
True strategy fans should look elsewhere for serious naval 
combat sims: even novices may be bored - Kevin 


Although the graphics for Ticonderoga are exceptional, the 
game itself is pretty antiseptic. What you'll mostly wind up 
doing Is watching the radar screens and shooting anything 
that shoots at you. The voice work and sound Is very good, 
but the music [Qmihe game seeMiSMmidly inappropriate. 
Strings and navalGOmbat don t ally Gotogether, even if the 
music is well wither Ontdnaltely; YOu Can tarn the music off. 
The interface is WHE wi; with HOt KeyStO Get to most of the 
areas you ll wani@iiStant a@ges$ 10, Onei@fawback to a game 
with great rendef@@ Vis uaiSStnOUGhAs thairGnly Pentium own- 
ers will be able tO Page Tirol cA ese Visuals with anything 
approaching speeds typicavy, | WalteG- about three seconds 
for the game to cycle"etween screens on a 486-66. While 
that doesnt sound like much. three seconds can feel like 
eternity when there s a battle raging around you. As far as the 
enemy Al goes. it’s not bad: neither is it great, though. Overall 
difficulty is about novice to intermediate - Ted 


What | found pleasingly different about USS Ticonderoga was 
that as captain of the ship you were called upon to make 
more than just tactical decisions like plotting way points, 
choosing targets. firing weapons, etc. There is one part in the 
Middle East theatemiWhef@eyou mwSttigere out how to deal 
with a terrorist tak@ OVER Ora tanker leg with liquid gas. You 
never have to firS a Shot jUSUChOOSe wom a list of decisions 
Although some g@00 ideaS Seem 10 bein Place in this game. 
it can be too easy ainG imeAs always#UAming. You can speed 
it up but never pauSe it WANE stilldiawvind access to informa- 
tion on the ship Thee are also a tew different locations on 
the ship to visit, QUDTAGY are aly except really one, just for 
show. Most of the time"you jump trom monitor to monitor in 
the CIC room to perform actions. | do like the way you can 
give general orders to both ships and planes under your com- 
mand. Many of the missions, however, are designed where 
you still have to take part to be successful - Tasos 
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@ A sports strategy simulation based on the 
original game design by Games Workshop" 
League, season and exhibition battles 
Trading and free agent claiming option 
Single or two player competition 


8 authentic Blood Bowl teams with original 


riff Obermald 


Blitzen & & * ’ ‘e fight songs 


Instant replay and exclusive “Sky-Eye” Blimp Cam 
Head-to-head modem play 
Humans, orcs, dwarfs, skeletons and real 


ugly cheerleaders 


6 \ For more information or to Order, Call MicroLeague: 


1¢800°334°6572 


or FAX us at (302) 368-8600 
Vin GAMES 
WORKSHOP 


This product contains artwork, characters, and imagery the copyright and all other rights in which are the 
property of Games Workshop Limited and which are used with its permission. Games Workshop, Blood 
Bowl, and Warhammer are registered trademarks of Games Workshop Limited and are used with permis- 
sion.Computer Game design by Subway Software. ©1994 Games Workshop Limited. ©1994 MicroLeague 
Interactive Software. All rights reserved 


Bem Cover the Pacif 


AY oe i : a | L : Play out the course Originality SSI continues to challenge the old guard of wargames with 

Uvlvuiime (f {he entire Pacific their solid line of crisp, clean, good-looking and good-playing fF 

war, using just 5/ wargames, and GNB Ill is no exception. Of course, by the | 

a> sf third time you cover a topic, you can certainly be expected to | 

about everything Laces eaten get it right; and Gb 300d | usly time-tested 
from both sides. 85 aphi 


way. The ancl Sic) are all well 
Visuals 


done, and the b ide plenty of play 


(not to mention by the Scenario | 
Audio 


Editor and the y biggest prob- 2 


lem is that | ca nal enthusiasm 
Manual 


for the game. | good game, but a 


| can't get dow Ctuall\ to play it again. 

Partly, I’m sure, is tf€"odd tempo period of naval war- 

Originality Bade of the Great Naval Battles series from SSI! probably 
3 8 won't mind the graphical glitches that keep showing up in the 


-SSI’s Advanced Simulator Series 

continues to generate new games. 

: This time around, the progeny is 

Great Naval BEV ISM Ife Great Naval Battles Ill: Fury in the 

Fury in the Pacific Pacific. This latest in the GNB 

By SSI series contains the trademark level 

of detail, number of units and differ- 

ent perspectives from the earlier 

products while adding several new 
features of its own. 


675 Almanor Avenue 
Suite 201 
Sunnyvale, CA 94086-2901 
1-800-601-PLAY 
Fax: (408) 737-6814 


AVERAGE SCORE: 


are very good in a cold, clinical sense; historical accuracy 
nuts are certain to like its depth and attention to detail. If you 
liked the other GNB’s, here’s more of the same. - Kevin 


re 


fare and the length of even simple battles. The GNB series 
third volume, but | sure did. While | applaud SSI for their 


excellent handiwork in the realm of Al, it seems that they stil 


[en sem oc EE ae ae ee ees Elayepelty have a lot to lear interface. As an 

Command entire task forces T 3 example, althoug is given over to 

with a simple interface. incoming mess yout € ndly status, the 

MATTEL Sas came would fré ap to that area. 

The GNB games allow the player 7 Q Buttons would was unnerving, 

to give orders to large numbers of particularly when eng irefight. GNB III 
386/33 or faster, 4 Meg RAM forces, or to control a single ship’s Audio refused to coop er card; | would 


movement and firing; the player can 


think that the Vif the market long 
Controller hop back and forth to get a first-per- Ss 2 enough and in such numbers as to nt at least some sort 


W-ROWV 


isin rade ca son perspective of the battle from all of attention from game manufacturers, particularly those that 
sitesi bec friendly forces. Orders are simple to Manual ee coding games as long as SSI has. The trouble 

Hard Drive Space ith this. of is th | ing { h 
a give, and are carried out in often 72 with this, of course, is that you'll be praying for patches 


graphic manners. almost as soon as you load the game. - Ted 


Number of Players GNB III contains a few new menu 7 


One Player options and a smoother interface Pestana ain, 5 _ 
that its predecessors. The biggest elitiaelings ine best feature of GNB Ill is its interface design. It's very 


easy to navigate and there are no parts of the ship that are 
46 more than three or four screens away. As trivial as it may 


Available For 


addition, however, is the Random 
Battle Generator, which (with the 


perspective is up close, but it's too much work. - Tasos 


PC and compatibles 
Designed By Scenario Editor and Customizer) Playability sn rer te all of the basic areas of the ship to ste 
Divide by Zero Softwar gives the avid player endless hours 8 0 me cat 7 ee 
Distributed By of Fury in the Pacific. Sixteen sce- nakheeh ae oa, reakstietor 
Mindscape narios round out the package. ; = ig | 
eruisce. air AESUE UM any ship. Likewi sounds incorpo- 
Street Price a 8 rated into it make | e part which | find 
$60.00 the most troublesor . Though it may not 
Audio be very realistic {0 Ma\edt at } sal anyway, it is the 
: 9 4 place where you Gé action. You can zoom 
: in and out to a great Extent, but when you're zoomed in close 
oe : it doesn’t take long for the your fleet to reach the edge of the 
REVIEW ; — — WCULEUBEE screen so you have to keep following it using arrow buttons 
: Fire guns and torpedoes your- 7 1 that can’t be held down for continuous movement. My favorite 
36 ; self, or let the computer do it. 


™ 


e where he i is. : 
nnibble out of his head. 


~ He's not s 
And he can't get 4 


dual 


join our unlikely hero Woodruff on his preposterous quest to find his kidnapped 
stepfather, save the Boozook civilization, and try to remember just who the heck he is. 
Caution: This game may be too rapid-fire funny for the humor impaired. 
For your copy, see your local software dealer or call 1-800-757-7707. 
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Jewels of the final 
By Discis 


P.O. Box #66 
Buffalo, NY 14223-0066 
(800) 567-4321 
Fax: (416) 250-6540 
Internet: discis@goodmedia.com 


AVERAGE SCORE: 


| Requirements | 


| Available For 
[Distributed By | 


COMPUTER 
GAME 
REVIEW 


What Can This Strange Device Be’ 
When | Touch tt Gives Forth a Sound 


uzzles are timeless. Humans have been inventing ways 
to challenge the logical potential of others for 
thousands of years. Even in a modern age when 


What is even more alluring for 
many is the marriage between this 
electronic form and old favorites. 
Technology is only as good as it is 
useful to people, and games have 
played a definitive role in the 
advancement of the computer. 
Some of the earliest machines were 
programmed to play chess, to prove 


The mystical pool will trans- 
port you to the puzzle rooms. 


to the world what great things mil- 
lions of electrons moving through 
thin strands of wire and silicon could 
be made to do. 

But as the computer evolved into 
something a bit more personable 


and friendly, it began to become 
more than just a worthy opponent 
when none in flesh could be found. 
It has given game enthusiasts a 
medium in which to create beyond 
the limitations of a physical world. 

Such was the case for the Director 
and Designer of Jewels of the 
Oracle, Courtland Shakespeare. A 
name befitting the creator of a col- 
lection of puzzles dating back to 
5,000 and 10,000 B.C., Courtland 
considers JOTO to be more a place 
than a game. Like a children’s 
museum, he considers it a play- 
ground filled with primitive machines 
and ancient devices you can touch, 
push, move and pull. 

But it is more than just a place, it 
is the only legacy that remains of 
the civilization known throughout 
the Fertile Crescent before the 
Sumerians. As a people of extraor- 
dinary intellect, their pursuits were 
of the mind instead of conquering 


Move the blocks from lever to lever to deposit them in the boxes. 


entertainment comes in so many fascinating forms, — 
puzzles will never go away. | 


The cubic maze requires you 
to navigate to all sides. 


and fighting. This is the secret com- 
plex that they built to train and prac- 
tice their skills of logic and reason. 
They constructed devices of incred- 
ible ingenuity by utilizing technolo- 


Multiples of seven are what 
you're after. 


gies and ancient magic long since 
forgotten. But for any worthwhile 
accomplishment there is a price to” 
pay for failure. Those who entered 
the domain of the Oracle and 
resolved all the tasks set before 
them went on to greatness, the oth- 
ers were lost forever. 

The location of this mystical place 
was lost until know. You enter the 


underground chamber through a 
dark corridor carved from stone. 
With a flashlight in hand, you find a 
~ door covered with hieroglyphic sym- 
-bols. With a click of the mouse cur- 


Some puzzles seem familiar, but on larger scales—like this 


mammoth tangram. 


sor, it slide open and invites you in. 
Once inside there is no way out. 

In the center of the chamber, you 
find a small pool surrounded. What 
could its purpose be? Along one 
wall of the room is another door sim- 


thing can be done so you click on 
the stone it points to. An image 
materializes in the waters, and with 
one last click you are mysteriously 
transported to your first puzzle. 
None have a time limit so you can 


Silly of me to presume that there 
would be something as easy as an 
autoinventory feature. 


ilar to the one that got you here. By 
Clicking on it, it too invites you to 
enter another, smaller chamber. 
Upon a raised stone alter lies an 
object made up of jewels and 
magic. It begins to spin at an ever 
increasing rate until it bursts send- 
ing the jewels flying and disappears. 

Above you speaks the Oracle who 
will act as your guide. As you return 
to the other chamber there is noth- 
ing more to explore than the pool. 
The cursor notifies you that some- 


take as long as you like with each 
one. Once you have succeeded, a 
jewel will appear which you may 
take. Once it is returned to the room 
of the Oracle, it will fit itself into the 
stones on the wall. When they have 
all been returned, you will achieve 
greatness as a masterful logician. 

Echoing sounds from moving the 
pieces in the puzzles and the soft, 
serene music playing in the back- 
ground is a reminder of what this 
place once was. 


Originality 


40 


Playability 


53 


Visuals 


89 


Audio 


83 


26 


Originality 


78 


Playability 


86 


Visuals 


89 


Audio 


80 


Manual 


20 


Originality 


84 


Playability 


73 


Visuals 


90 


Audio 


87 


Manual 


65 


JOTO is a great ponderous beast of a game; it is to puzzle 
games what Under a Killing Moon was to adventure games: 
vastly overdone. To actually get to the puzzles, you must 
slowly meander through an ancient temple (unless you turn 
off the animationg@WhIGHais highiyeresommended after the 
lirst five minutes), The puzzles in JOTO are very, very hard, 
and made even moreso by the Selfimportantly cryptic “help” 
the Oracle thingié Gives You, If thatigeyour cup of tea, fine: 
JOTO will certainly fill any puzzle fan's plate for many hours. 
While not a puzzle fan myself, | can appreciate the depth and 
complexity of these little beastsaquité Well, My biggest prob-- 
lem with the whale package is the Way the program takes 
itself so very seriously It's not “Aé-animation” mode—it’s 
“shaman mode.” Why? So it sounds more impressive. As | 
Say, true puzzle fans and the easily impressed will like JOTO. 
| found myself looking about for Alexander's sword to cut 
through the Gordian knot of overproduction .- Kevin 


| like puzzle games. | like tough puzzle games. | really like the 
puzzles in JOTO, although | could do without all the eye 
candy in the OWA (out walking around) bits. However, the 
eye candy doesn't detract from the game except to slow you 
down in betweep@SGWifig, puZzieSHiTH@puzzles are hard 
enough that I'm fequired to do'Some serious thinking about | 
their possible solutions, “Out NOt'So Touch as to require a back- 
ground in particle pAysi¢s. The'Oracle is pretty cryptic where 
puzzle instructions are coneerned, and singe that’s your only 
source of help on any of the puzzles, prepare to be somewhat 
mystified. The manual gets @ big fat for helpfulness; it took 
me some time to fealize that, after | solved a puzzle, | had to 
pick up the jewel fromthe top of thé"seféen and carry it back 
to the oracle room. Silly of me to presume that there would be 
something as easy as an autoinventory feature. If you think 
you're pretty smart, try out JOTO. It's well worth the effort 
even if it is a Windows product. -Ted 


As nice as its setting may be and the way that it gives an 
overall purpose to the game, at its heart Jewels of the Oracle 
IS Just a collection of some very old puzzles. Or at least if they 
are not old in their origin they all have that appearance. 
Unfortunately, thedvafdiléve! candséiiietty darn tough with 
some of the puzZleS and the /easy level not challenging 
enough. What's feally frustrating, and fair | suppose, is that 
you cannot save'Whle in the midst of 4 puzzle so if you make 
a fatal mistake yow MaWe to reset the gntire thing, not just pick 
it up from a certain point along the’Way. The problem is that 
many of them caf take/more than an hour to complete, so 
screwing up halfway through translates into a lot of repeti- 
tion. As a collectiom®fpuzzles, its a great product: as a 
friendly product, it is lacking. There is one recurring charac- 
teristic as well: slowness. It takes a couple of minutes just to 
load up, but after that you can change to Shaman Mode so 
you don't have to “physically” move around. -Tasos 


: COMPUTER 
; GAME 
; REVIEW 


Find the matching pairs from all the items in the room. 39 


Slam City™ With Scottie Pippen. 
The only first-person 
POV full-motion-video 
streetball game you can get. 


This ain’t no candy-colored cartoon, but live, 
in-your-face streetball. You’re in the game, one-on-one. 
Drive, dunk, shoot and steal - anytime you want. But beware. 


You take on real players, in 100% constantly interactive game play. 


Sasi Os No lags. No delays. Instant response. All in real video so sharp it’ll 


CD-ROM 


knock you into next week. How’s it done? Two patent-pending technologies 


from Digital Pictures: InstaSwitch® for instant action and DigiChrome™ for 


dazzling video. You’1ll need all this technological wizardry to face the 


Wildest B=-ball players this side of the ‘hood. So go ahead, try taking it to = 
the hole. Who knows? You may even earn enough respect to face Scottie Pippen 


Rirsere Lt*é& Slom City, -baby. 


Star City With Scottie Pippen is available on: Pentium™PC CD-ROM, #.. 
486 PC CD-ROM, 


Sega CD™ and Sega CD 32X"™. 


™ 


That’s Mister Brittany loves a “How’d you get 
Scottie Pippen winner. And only up that high?” When Movie-Makers Make Games, 
to you. a winner. Everything Else Is Just Cartoons .™ 


Get Along, Little Spaceship 


Conquer the feyatetarlinge |e phrase “showing its age” is a double-edged sword when 
Galaxy with a 


3 applied to a series of computer games. Spaceward Ho! IV 
; Yippy-Kai-Yay. LW definitely falls into this category, however. Here's the bad 
: Playability news: it's showing its age in the utter simplicity of its play, its 
: Spaceships with sharks’ heads. lack of telling detaisfang@ilts breezyiapproach to a genre that 
: Planets wearing cowboy hats. Yep, 8 o can support trem@ngous amounts Of specifics. On the other 
: it's Spaceward Ho! all right. The hand, it's showing tS age in a good WaYiits still around. This 
; space conquest classic has ACTEM industry rarely troubles itself to Yesutrect a bad game. All the 
; returned in a new incarnation to s 2 elements that make HO! Wea good gamerare the same ele- 
: keep gamers everywhere whooping ments that mad@ iS pregecessors Good as well—and some 
Spaceward Ho! lV and hollering. Audio of those elements | just listed above.in the negatives. Ho! 


Stellar Conquest For those unfamiliar with Hol, it’s doesnt pretend 10 be a deep space opera and try to Slip ts 
By New World Computing a simple game of building and strat- S 5 simplicity by the playerit shows off tS'Carefree austerity with 


a i pride. As always, player choice is at the forefront of every 
PO. Box 4302 egy. Players begin with a single Manual ne eabiea tarda aii dial t difficulty level 
Hollywood, CA 90078 planet and create a stellar empire game played (galaxy size, ship development, difficulty levels) 


(818) 889-5600 by colonizing other planets and 79 and thus actual play seems richer. Strategy fans of all ages 
Samer = should be able to plug into Ho! for a good time. - Kevin 


Fax: (818) 889-5682 


AVERAGE SCORE: 


fighting off the other players. Most 
aspects of the game are user-con- 


Mac Classic or newer, 


eyetearliinge opaceward Ho! IV for the Mac is enjoyable, made so by good 

graphics and sound, as well as incisive Al routines. SH4 is 

45 pretty much SH3 rehashed; New World has made some 

i enhancements to the game, but they're minor at best. What 
ili 7 7 | . 

: cist makes SH4 so go@d@ls that, it keep$ getting better with age. 
Macromanagement of your 9 2 The game play GO@SNT revolve! around any deep or abiding 
planets is simple. Storyline, nor do@S the Game make any pretense to the Star 
MISTTCUSEE Wars space westem genre. This isa simple game of kill or be 

8 2 killed: it's nineteenth Century expansionism in a science fic- 
tion shell. It matters ittle tthe planehyoure fighting over is a 
; hless h k; it’s the real ters. 
broiled fvorti the size of the galaxy to Audio wort ess unk Of $pace FOC ; it’s the rea gate that matters 
Watching your pOGKEIDOOK 1S the rule OF the day: if you run out 

the custom spaceships. | ie 
i a8 of money or metal, You'll be in a SOFfY position indeed. The 

For those already familiar with the i | ase | 
ability to tailor the galaxy you'll be fighting over is one of the 
better features of Spaceward Ho! IV; this has been carried 
over from previous releases of the game, and adds to the 


Hard Disk, 4 Meg RAM 


Controller 


Mouse or Keyboard Ho! series, several new options are Manual 


Hard Drive Space available as well. They include 


5 Meg sopnisticaied baltle analysis and a 80 game's replayability and timelessness. - Ted 


turn clock, as well as plenty of new 

graphics and sound we: Ho! IV 
iE Payers will support up to 19 players on a eyetturltisam spaceward Ho! contains a nice balance between detail and 
network or on the same computer. ease of play. This is mainly due to an intuitive click-and-drag 
Macintosh This is is of the sm a 72 interface as you move your ships from planet to planet. In 
version. spaceward Ho! IV’ is also weve fact, just about any information about a planet or a ship is 
aroce a available for PCs running Windows. ren usually just a clicks@WayaMost of@h§p8rtinent information is 
Paso System requirements are 4 Meg 88 already on the g¢reen, such, aS the economic and environ- 
RAM, Windows 3.1 or greater, and mental status of @ planet, $0 YOu dor't have to access the 


New World Computing 5 Meg on a hard disk. MICELI menu very often'to find the information you Want. Similar con- 


Street Price 


$39.95 


o 1 veniences extend ihe Way yourperorm your duties, so you 
can Immerse yoursel im aSimuch detail aS you like at any 

Audio time. This should Make Spaceward.Ho! enjoyable for hard- 
core strategists and gamers on the other end of the spectrum 

S 2 alike. What truly givéSthis game its perSonality, however, are 


| Dew. Cost: $8,555 
: j 
a } Pre.Cest: $2,135 


py | | 
eh gaa : - the cartoonish graphics and humorous sounds. It wouldn't 
; Manual : , | | 
REWhEW ° = ———— surprise me if | saw Fisher Price on the box because it has 
° Create killer ships to confound G 3 the look and feel of a game designed for children. Have fun 
42 : and confuse your enemies. kids, the galaxy is your playground! - Tasos 


SHANGHALR 
Great Moments Demo 


IBM PC or 
100% compatible 


SIVAN GIA 


7 
Ss) 


* Ok, it’s that shipping and handling thing again. You know the routine. You send us $4.95, we send you your “FREE” demo. 
But once you see this demo, you'll wish you'd paid twice that to overnight it. j ISION 
C @ 


Activision is a registered trademark and Shanghai is a trademark of Activision, Inc. © 1995 Activision, Inc. All rights reserved. 


Virtua Chess 


By Titus Software 


20432 Corisco Street 
Chatsworth, CA 91311 
(818) 709-3692 
Fax: (818) 709-6537 


AVERAGE SCORE: 


368/16+, 2MB RAM, 
DOS 5.0+, VGA 


Controller 


Mouse or Keyboard 


Hard Drive Space 


0 Meg (save data only) 


Number of Players 


1-2 Players 


Available For 


PC and compatibles 


Designed By 


Titus Software 


Distributed By 


Interplay 


Street Price 


$49.99 


COMPUTER : 
GAME 
REVIEW 


In This Game Kings Don’t Die 


The struggle of 
chess to find an 
electronic home 
may be over. 


Claiming the game was five years 
in the making, Titus Software is now 
shipping Virtua Chess. This chess 
package has many levels of play, a 
large selection of boards to play and 
pieces to play with. It also comes 
with a multi-windowed screen envi- 
ronment where you can see timers, 
moves made and even moves being 
considered by the computer oppo- 
nent. 


Customize the playing envi- 
ronment any way you want. 


The Al of the engine is sophisti- 
cated enough that at the beginner's 
level, the computer will make “mis- 
takes” in an attempt to emulate 
human behavior. However, there 
are few mistakes made when play- 
ing the computer at the World 
Championship level. It will even 
analyze your saved games while 
you sleep and make a report on 
what moves you could have made. 

You can play your friends by using 
the built in networking option and 
you can even modify the “thinking” 
parameters of the engine in case 
you need an edge. 

Virtua Chess is a powerful and 
friendly entry into chess gaming. 


ERT TREAT, 


a 


a 
| Geenine 


The virtual chess board— 
pretty, isn’t it? 


Originality 


42 


Playability 


65 


Visuals 


70 


Audio 


20 


Manual 


N/A 


Originality 


29 


Playability 


85 


Visuals 


89 


Audio 


45 


Manual 


N/A 


Originality 


33 


Playability 


81 


Visuals 


85 


Audio 


63 


Manual 


N/A 


There are now slightly more computer chess games than 
there are stars in our galaxy. What can | tell you about the 
game itself? It's chess; I'll assume you've heard of it. All | can 
talk about here is the implementation. In Virtua Chess's case, 
the implementationsSaSS6Sanustenstiaouginit isn't exception- 
al. The Al has seVeral different difficulty Options, including | 
straight levels aS Well a§ Various timed Options. It can cer- | 
tainly beat me handily, though |’m AO Grandmaster. The vari- 
ous views (the ‘Vista aspect) are there just to choose which 
one you like best fim sufé you'll turn OH the 3-D ones just as 
quickly as | did. 1 G0 like the ability’Ot the game to analyze 
your play move bY MOVE, as Well aS to identify which opening 
you're using (always 2 great fascinatior to me, since | play by 
the seat of my pants). However, there’s short shrift here for 
the beginner or novice player, and not much ear candy at all. 
The interface itself is straightforward. If it’s straight chess with 
few frills you want, here it is. Enjoy. - Kevin 


To paraphrase the automobile ad, “This is not your father's 
chess game.” Virtua Chess is a slick little package, with bet- 
ter then average graphics and some very keen Al. Although 
'm not a grand master, | consider myself fairly adept at 
chess; however, taé"omputer could Beat, me nine times out 
of ten with the difficulty Set One Notch Delow impossible. The 
sound is nothing 16 spéak Of, (but, then again, exactly how 
much sound do\WOusneed in a chess! game’? My only real 
complaint with Vita Chess is that thé DOS windows that 
hold all the arcana ot the Game“(ooatG; Clock, status, etc.) 
don’t stay put if YOU Move them, Shank them and open them 
back up. It gets (© Oe Kind OF annoying to Constantly have to 
reposition them everytime. Theré'S»dlSo no sound support 
other than for Sound Blaster and PC speaker; background 
MIDI music would have been a nice feature to offer. Titus did 
their homework as far as the Al goes, and, as far as chess is 
concerned, it’s the Al that makes the difference. - Ted 


So what's different about this chess product from all the oth- 
ers? Well, you don’t get a bunch of piece, board and back- 
ground designs like some give you; there are only four styles 
of pieces and two colors and one background, black. But who 
cares, that’s all cagmeti¢iAnd theresanesmo lessons from the 
world masters. What tnere isis a |ObOr game information and 
ways to customize the ‘game itsely Everyining appears in a 
window that can 6@ resized and moved around on the screen 
to your liking or palnimizeG down to its tite bar. There is also 
the “virtual” 3D/¢hessboara perspective inal is pretty much 
worthless, but alOWS\the USe of hat Word Virtua” in the title 
to make the pro@uet Stang’ out. Asid@ irom that, what this 
product really has to-offer is a great chess engine, network 
play and many other nice features that a true chess enthusi- 
ast might find interesting. There is a very challenging Al that 
doesn't like to lose easily even at the beginner level. Keep 
that in mind if you're fairly new to the game. - Tasos 
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WOGER WILT 


SPACE QUEST G6 
THE SPINAL FRONTIER 


Join farces with hundreds of your favorite outer-space heroes, 

- past and present, in the most uproarious, outrageous Space 
Quest ever. No sci-fi movie, TV show or video game is exempt 
from the relentless comic parody of the spaced-out Space 
Quest creators. 


In this all-new adventure, Roger boldly goes where no comput- 
er game has gone before, from the distant reaches of the far- 


flung planet Polysorbate LX, to the close-up recesses of "inner 
space." It'll take all the guts, nerve and backbone Wilco can 
muster, but this Roger's got half a mind to do it. And where 


there's a Wilco, there's a way! 


> sad 
- a 


COMING TO A CD-ROM DRIVE NEAR YOU. ° 
For your copy see your local retailer or call 1-800-757-7707 . 


: ® Space Quest is a registered trademark of The Children’s Museum of 
S . l E R R A XC : Indianapolis, Inc., and is used by license. © 1995 Sierra On-Line, Inc. 
* a Bellevue, WA 98007. All rights reserved.“ 


AVERAGE SCORE: 


386 or better, Windows 
Controller 


R.A.W. Entertainment 


Retail Price 


$34.95 PC / $29.95 Amiga 


#146 


(713) 286-2386 


Mouse 
1.75 Meg 
1-7 Players 
PC and Amiga 


Greg Goheen 


COMPUTER 
GAME 
REVIEW 
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Rise of the West 


By R.A.W. Entertainment 
957 Nasa Road One 


Houston, TX 77058-3098 


A Sweep Across Central Europe 


Escape the back 
and forth trap of 
fighting over the 
same piece of land. 


Since the beginnings of recorded 
history, wars have been fought in 
every part of the world. Few areas 
have been as war-torn as Europe 
and Western Asia, however. Battles 
have raged across the continent 
seemingly without cessation. 


Starting from the year 1300, you 
can now stake out your claim across 
this part of the world, or get 
stomped on trying. 


England tries to calm the 
restless natives in Scotland. 


Game play is simple. Each turn, 
you have a number of different 
choices you can take and a limited 
number of actions to accomplish 
your ends. You must raise armies, 
build fortresses, conduct trade and 
diplomatic missions and build the 
infrastructure of your lands, all in the 
name of conquest and expansion. 

However, it is the wise ruler who 
rules the whole of his country. Keep 
your people happy and they will be 
less likely to revolt. Forget about 
your infrastructure and you will have 
a difficult time getting the money 
and troops needed to fuel expan- 
sion. You must ride a balance if you 
are to succeed. 


Examine each area before you 
decide to invade and conquer. 
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Audio 


N/A 
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Playability 
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WATSTTE LES 


12 


Audio 


N/A 


Manual 
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some games are all things to all people; Rise of the West is 
two things to two types of people. A patient, computer-literate 
and experienced wargamer like myself can eventually uncov- 
er a strong and very enjoyable strategy game lurking on this 
disk. However, ag@asualmcamen@ unused to incomplete 
installs, uninspired Gocumentation and an opaque interface, 
might well wish that the game had Deen polished a bit more. 
There is much to recommend in RotW; it validates conquest 
and empire-buildiag along strictly histori¢al lines, mimicking 
the ebb and flow/Of time rather welts @iso refreshing to play 
a game where carefuldiplomacy 1s worth as much as careful 
conquest. Unfortunately, only patient or experienced gamers 
will discover the joy OPROtW, as many people will find learn- 
ing how to play the hardest hurdle. RotW isn’t unforgiving dur- 
ing play; it just has a hostile learning curve. With an interface 
and manual revamp, this could be a great winner; as is, seri- 
Ous wargamers should still take a look. - Kevin 


Rise of the West is very unfriendly: unfriendly manual, 
unfriendly interface, etc. However, for dedicated wargamers, 
it's also pretty good. Novices will probably want to avoid this 
one, at least until they're comfortable with certain standard 
ideas associatedwithawargaming@Althiough the manual cov- 
ers the game's details pretty well, there is not a whiff of expla- 
nation of the game itself; Deginners need Not apply. | had a 
good time playing-around with this game, although | will admit 
to frustration when it COMES to turn length, Because each turn 
takes five years to complete, yous tind your ruler dying off, on 
average, about onoé every fouritums: This means that it is 
very hard to maintain any sort of Continuity in the game, since 
each new ruler has different skillS*ard abilities. | felt that a 
two- to three-year turn, combined with slightly different Al 
algorithms (notably the ones governing controlled but 
unclaimed provinces) might be a little more realistic. Tough, 
but not overly loveable. -Ted 


Get on your throne and take over Europe. Not a bad way to 
spend an afternoon or evening. Rise of the West is much 
more a game than any kind of simulation. It kind of resembles 
a complex game of Risk with the color-coding and basic infra- 
structure. Where stiSuecéeds is ingth@ Way it puts all these 
pieces together, There 1s a Dasi¢ action/feaction that ripples 
across the gam@ world; mostly in your OWn realm but also 
throughout. In other Words, every action you take can create 
some consequeneé elsewhere, aS well aS in your own abil- 
ties as a ruler. Then there Can Occur a number of random 
events that will Keep stirring things up. The interface is pretty 
straightforward without a lot of wiNdOws Clutiering the screen. 
With the color-coding, there is little N€Ed for getting informa- 
tion from another source that isn't already on the screen. 
Multiple computer players can make the pace pretty slow, but 
then that's not much of a problem in a game like this, partic- 
ularly when lots of planning is essential. -Tasos 
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d ‘Or, morally impaired young knight, thrust 


) on 
ae 


into a demonierneverland that was once 


dius Negba, rectly a loyal friend and 


ii 


SE PS 


Buy Low, Sell High, It's No Game. 


There are certain genres that attract me, no matter what. | 
think it's hard to do a very bad trading game. There's just 
something universally fun about buying low and selling high, 


Be more than just 


Originality 
a middle-class shop 


85 


REVILM 


keeper. Become a 
real High Seas 
Trader. 


and that inherent fun often rubs off on the game that houses 
it. So it is with diGieeemgame jmatlttied very hard to like 
despite its flaws) 10 MS Creait it Goes many things well, such 


Playability 


72 


Visuals 


é 


Audio 


79 


Manual 


as chart buying, first mate navigation’and powerful logs that 
make trading eaS¥~and tun. The. firSteperson engine isn't 
much more than a dg@Oration ipsavigation mode, but it turns 
naval combat intO @ milly enjoyable arcade feat. 
Unfortunately, naval Combat iS'SOmetAing you'll see all to 
Often, as huge enémy ships c@S6eng UPON your poor trader 
time and time again, booting you Otto DOS way too often. 
The game also has artifical limits on which ships you can buy 
(at least until you've ‘progressed’ in rank) despite the thou- 
sands of dollars in your treasury. HST is two-thirds an enjoy- 
able exercise, and one-third poor design. - Kevin 


If you think Captain Kirk has a 
tough job, just wait until you take 
command of your first fluyt and 
transform that into a_ shipping 
empire in High Seas Trader. 

Welcome to the sixteen and sev- 
enteen hundreds where leech suck- 
ing was the height of medical tech- 
nology and success laid upon the 
open sea. You begin as a young 


High Seas Trader 


By Impressions 


222 Third Street 
Suite 0234 
Cambridge, MA 02142 
(617) 225-0500 
Fax: (617) 225-0993 


AVERAGE SCORE: 


368/33, 4MB RAM, DOS 3.1+, 
VGA, CD-ROM 


Controller 


Mouse or Keyboard 


Hard Drive Space 


4.5 Meg 


Number of Players 


One Player 


Available For 


PC and compatibles 


Designed By 


Impressions 


Distributed By 


Impressions 


Street Price 


As an economic builder, HST is pretty good. It suffers from a 
random event malady though, in that you run into a whole lot 
more ships than you ever would have if the game were reali- 
ty-based. If you've ever read Moby Dick, which was set in the 
1800s, you knowsthateiwonsiip semeetingson the open sea dur- 
ing that period waS @ Very faré event and called for celebra- 
tion unless they Were irom enemy nations: High Seas Trader 
takes place in the"ate 1700S, anddyouean't turn around with- 
out running smack intOanoiner Ship (WAICH is usually from an 
enemy nation or a pifate).|'d like an@¢onomic builder, not a 
combat game, pleasé, Te intéffaee is Okay, but portions of it 
need an overhaul./FOr example, if yOu aie or lose your ship, 
the game kicks you out to DOS. Fow*about a restart or load 
game feature? The manual is incredibly poor, failing to 
describe many of the situations that are commonplace in the 
game. If you can manage to overlook these aspects, chances 
are good you'll think HST is a pretty decent builder. - Ted 
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Visuals 


Sailing in shallow water will 
get you into hot water. 


merchant sea captain working hard 
to keep from falling prey to pirates 
and falling prices. You must search 
for goods to carry to other exotic 
ports of call such as Amsterdam, 
Singapore and Cape _ Town. 
Whether your cargo is tea, cotton or 
liquor you must your business savy 
to buy at the lowest possible price 
and sell for the highest knowing that 
profit will buy you want you really 
want—social advancment. 

Hear gossip and recruit soldiers 
and sailors in the tavern and run the 
ship from your cabin. With one eye 
on the economy, another on world 
politics and one on the horizon, full- 
fil your destiny in High Seas Trader. 


At the heart of High Seas Trader is a good economic builder 
as you sail away from one port to the next trying to turn a 
decent profit. The best part of it is that the game keeps track 
of all of your records so you don't have to, particularly the 
prices of goods ateVery Bort. |twouldsavesbeen made better 
if it had some basic Catalase Tunctions, though it will sort 
according to bast buying and Selling prices. Since | don't 
always have the Patience to do ii myself, it would also be nice 
to see a projected@aromt margin for transporting goods, includ- 


83 


$69.95 ing wages, cost OF Supplies; etc. Theresa Records Log with 

Audio financial records; BUthey re pfetivebasic. | would also have 

rt 8 7 liked access to al/l0Q DOOKS from anywhere, maybe assigned 

- to function keys. I'nPROfSo sure That like the fact that you 

COMPUTER pee -£ a pay the banks interest instead of them paying you to keep 
GAME = Mee Manual ! : 

REVIEW ; ae your money. I'd rather restore a saved game if | were to lose 


a he a = ai eS a * a 
Though each port looks differ- 
ent, they sport commonalities. 


my ship than pay a bank 5-7%t-. Still, it’s a fun game to play 
and get immersed in for a few hours. -Tasos 
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“... A prince must act like a beast ... 
a fox to recognize traps, and a lion 
to frighten off wolves.” 


Machiavelli the Prince” 


It’s 15th century Europe - resources are bountiful 
and deception is king. It’s the perfect time 
to execute your plan for world domination. 
Manipulate military, political and religious 
powers using bribery, piracy and assassination. N 
Acquire wealth by trading with over 40 cities. ich 
But plan your strategy carefully, young prince. 
Because every move can mean the difference 
between exaltation and excommunication. 


1-800-879-PLAY. For IBM°-PC & Compatibles on CD-ROM. 


By Koei 


1350 Bayshore Highway 


Suite 540 


Burlingame, CA 94010 


REIL 


New Horizons 


(415) 348-0500 


Fax: (415) 348-8967 


AVERAGE SCORE: 


640k RAM, 386 or faster 
VGA, 1x CD-ROM 


Controller 


Mouse or Keyboard 


Hard Drive Space 


5 Meg 


| Number of Players 


One Player 


Available For 


PC and compatibles 


Designed By 


Koel 


Distributed By | 


Koel 


Street Price 


$59.95 


COMPUTER 
GAME 
REVIEW 


When Old H 


Take to the seas of 
the 16th century 
with revenge, 
greed, or curiosity 
at the helm. 


Salt. You're going to taste a lot of 
it as you sail around the known 16th 
century seeking riches beyond 
avarice and maybe some mystical 
knowledge. Be an explorer extraor- 
dinaire as you play the son of a 
Portuguese Duke out to find the lost 
land (and riches) of Atlantis or play 
the character of a young woman 
pirate, a privateer, an Italian adven- 


ener 
Want tee 


Friendly townspeople will offer 
you interface tips. 


turer who is deeply in debt or a 
Turkish orphan starting his own 
trading business. Each of the 6 
heroes have their own scenarios, 
and their adventures will take you to 
over 130 exotic countries and lands 
stretching from Mozambique to 
Macao. Everywhere you go there 
will be the opportunity to find some 
of the 180 distinct treasures includ- 
ing rare animals and exotic monu- 
ments. Just finding the treasures is 
not enough. You will have to defend 
you ship and your life against blood 
thirsty pirates or maybe even an 
enemy country. 

Be all you can be. Explore the 
globe in New Horizons. 


Your world will seem populat- 
ed by vagabond sailors. 


orizons Aren't Enough 
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Playability 


76 


Visuals 


68 


Audio 


14 


Manual 
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New Horizons would have been a vast and interesting adven- 
ture game about five years ago. On the Commodore 64, fur- 
ther back, a game of this caliber would have been a stunning 
feat. But it's not 1987, nor 1991. In 1995, New Horizons 
wraps a solid game jaseiiterfilaly dated intggface and style. The 
graphics are flat am@eUininterestingahiéSound unexceptional 
in every way. YOUMM@CoQmize \uSt about everything in the 
game if you've eV@f playeg-an ‘Old Uapanese role-playing 
game; its as if thiggW@reeaimmhomage 1 that genre. It's a 
shame, too, sincesiMe fndenying game can be vibrant and 
interesting at time$e Te traging gare tacks flavor and ease 
of use, but the expl@ration ang adventure options are strong 
and fun. | particularly IKe*the turn-based hand-to-hand com- 
bat and the turn-based tactical fleet battles. New Horizons 
serves as a useful litmus test for your taste in graphics and 
extras; if you think you don’t need all that fluff, try this game 
on for size. | thought that way too, once. - Kevin 


New Horizons is a solid game in search of a decent (or at 
least new) engine. It looks very dated, complete with pop-up 
text windows and remarkably stale conversation; the inter- 
face could also use a good overhaul. Although I've said in the 
past that | like augamentonsits gaffielplay and skip the eye 
candy, a little eV@ Ganay Geriainiy wouldn't have hurt this 
game. Even thougm loved the ola’niocom text adventures, 
it's nearly impossthtOr me/tdgo backana play them now; | 
want a little graphically Som@ining thats more in tune with 
today’s technology. PA@imerfaceusisomewhat difficult to get 
the hang of, particulaiySince Wieumadnual does a poor job of 
describing things im@mOrderly MaAneRIyou can manage to 
overlook the game's dated grapMmeS and poorly contrived 
interface, the game itself is quite good. Because you can play 
it in any of six different ways, its replayability is fairly decent. 
| enjoyed the role-playing aspects of NH, but feel that the 
game doesn't measure up to today’s standards. - Ted 


At first glance, New Horizons is using about two to three year 
old technology. Upon closer inspection, the rest does too. | 
don't just mean the graphics and sounds are outdated, but 
the interface and game play as well. It has an interesting 
premise where youmehooses trom emenofesix characters and 
each one has a Paftieial goal to@ecomplish within the allot- 
ted amount of tim@s Along the way youmust continue to find 
funding for your "@eveniure either inrougn trade or contracts, 
etc. After installing from m@ppysittakes about 4.5 MB on your 
hard drive. It's okaya=h@on't MINGIGIVING Up more nowadays, 
Koei. We all have More than 20 MB totalspace to spare. So 
what do you get {ORI small sacritiG@eeA pretty stale game 
that has very little to hold your attention, which is a shame 
since Koei seems to have good ideas for and about games, 
they just aren't real sure what it takes to implement them. If 
you told me they programmed on 286’s, it would not surprise 
very much. - Tasos 


Introducing SimTower. 
The World's Largest Fixer Upper. 


Behold the real estate deal of the 
century. It’s called SimTower’ and this 
fixer upper can be yours at a price any 
red-blooded realtor would kill for. Because 
SimTower lets you build your own marvel of 
modern architecture. Hotel rooms, restaurants, a 
State-of-the-art cineplex—with room for 100 floors, the 
Sky is virtually the limit. 

But beware: just when you're feel- 


ing smug, along comes a five-alarm 


The Vertical Empire. 


towering inferno. Or a terrorist attack 
that rocks your vertical empire right down 

to the ground. 
And if you think SimTower has a lot of stories, 
check out the personal lives of your SimTenants. 
Because not only do you control the building, you also 

control its inhabitants. 

So if you're in the market for the hottest new property 
in software games, here’s your chance to get in on the 


ground floor. 


MIA X IS 


Available for Windows and Macintosh (runs native on the Power Macintosh) on 3.5" disk or CD-ROM. ©1995 Maxis. inc. Software ©1995 Yoot Saito. All rights reserved worldwide. 


SimTower is a trademark and Maxis is a registered trademark of Maxis, Inc. For product or ordering information, contact your local retailer or call 800-33-MAXIS. 


NBA Live ‘95 
By Electronic Arts 
1450 Fashion Island Blvd. 
San Mateo, CA 94404-2064 


(415) 513-7199 
Fax: (415) 349-7417 


AVERAGE SCORE: 


| Requirements | 
+, VGA VESA, 4MB 


A Bf 6/3. 334 
RAM, 2xCD-ROM, DOS 5.0 


Controller 


Joystick, Mouse, Keyboard 


Hard Drive Space 


13 MB (recommended) 


Number of Players 


One to Four Players 


Available For 


PC and compatibles 


Designed By 


Electronic Arts 


Distributed By 


Electronic Arts 


Retail Price 


$59.95 


COMPUTER : 
GAME : 
REVIEW : 


The Big Question: Wil There 


Michael Jordan Add-(n’ 


_| The fact that 

jthat question 
could very well 
be debated 


basketball games on the PC. Not 
only has there been a gross short- 
age of members in the genre, but 
also enough dismal attempts at fill- 
ing the void to make one think that 
there is no one who really wants to 
or knows how to do it. 

But there are computer gamers 
who love basketball that do not live 


East ast Wast when the . 
Knicks play the Sonics. 


by the game pad alone. And its 
about time someone stood up and 
took notice. Leave it to EA Sports, 
Electronic Arts’ division dedicated 
to the genre, to finally do it right. 

The cartridge market has its share 
and some of it is finally making its 
way over to our side of the court. 
Though a two-on-two game can be 
fun when you get to control your 
favorite pro stars and make them 
perform spectacular dunks, it’s not 
the full-blown experience. 

NBA Live ‘95 is, or at least comes 
pretty darn close. EA Sports obvi- 
ously knows basketball and what 
they would want in such a simula- 
tion. 

There are all 27 NBA teams with 
their real names, not the New York 
Pantaloons or the Chicago Toros, 
and last year’s All-Star teams. For 
your own amusement you can also 
create teams called the Blockers, 
Stealers, Jammers and Slammers. 


Make Ewing put the exclamation point on their win over Houston. 


by 


re there no PC gamers that are also basketball fans? 
Many developers of computer games must seem to 
think so. Is it an exaggeration to say that there has not 
been a good computer-based basketball game s since ‘ 
Larry Bird took on Dr. J one-on-one? 


Make a trade to get any of the 
future NBA stars. 


Then throw in almost the full ros- 
ters for each team and their 1993- 
94 stats in sixteen different cate- 
gories as well as their ratings in 
each. You get their real names too, 
not Patrick Hewing, Scottie Piper or 
Shaun Kemper. Then compare any 
two players side-by-side or sort 
every player in the NBA by one cat- 
egory. If you want, make a trade 
and get all of your favorite stars on 
one team to really give the competi- 
tion a headache. It’s wide open; you 
can get whomever you want. 

_ After you've set up your own 
Dream Team or want the challenge 
of taking a team as it is all the way 
you're probably eager to get out on 
the floor. 

Play an Exhibition game to 
become familiar with the controls or 
jump right into a Season or the 
Playoffs. Set the style of play, 
Arcade, Simulation or Custom and 
one of three difficulty levels as Whe 
as customizing the rules for the 
game. — 

So far it may sound ike E EA EA Sports 
may not have left out anything. But © 
if they are to make the claim “It’s in 
the Game” then it better be in the 


game. 
Every home court is a near to 
exact replica of the real floor. Play 
on the famous parquet floor in the 
Boston Garden or the new United 
Center of the Chicago Bulls. 


Check out all the vitals from any player in the NBA this year. 


GAMES - 61 
MIMOTES - 3224 
FELD GOALS 
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home crowd. Your ability can con- 
trol the shot or let the computer 
determine the result according to 
the player's abilities. 

Pause the game and try a new 
strategy on the offensive or defen- 


This is without a doubt the 
best basketball game I’ve 


ever seen on any platform. 


Choose between high-resolution 
and normal views and control the 
action from a 30 degree court per- 
spective. 

Amazingly they play and look 
close to the real players! Control 
Olajuwan as he defends the low 
post, or get in Kevin Johnson’s face 
up high and go for the double team 
to try to get the steal. Then sprint up 


sive end or call a play on the court 
before you inbound the ball. 

At the half you'll get the full digi- 
tized photos of the best players from 
the first two quarters and then the 
player of the game at the end 
including their numbers for the 
game. 

Be warned, though. Once you 
start playing, you may have crowds 
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To understand the following review properly, you should be 
aware of a single salient fact: | hate basketball and everything 
about it. That said, NBA ‘95 is quite possibly the best action 
sports game I've ever seen. | ho-hummed the game when we 
first got it in. Oh boy@iBaSketbalgamemsButratter moments of 
merely watching, (Was entranced, This is a game that is hon- 
estly almost as MUCH TUR 10 Wath aS itis to play. It looks and 
sounds like professional Basketball; down to almost every 
detail. Getting the détails right is an EA Sports trademark, 
and that dedicatiohto"quality shines through in this product. 
Not only does it prOwicle everythingal could have asked for in 
an arcade sports game, it Kept on giving with options | would- 
nt have expected, “KE multiplayé™ cooperative play and 
Selective simulation opportunities. If you love the sport of bas- 
ketball, run right out and take a look at this game. If you're 
ambivalent, do the same. If you hate basketball, try the game 
Out anyway. It might just hook you—it didme. - Kevin 


I'm the avowed sports non-enthusiast in the office, and so 
when NBA ‘95 arrived in the mail, | was prepared to deal with 
the chore of yet another sports simulation. But wait a minute: 
aren't sports simulations supposed to have big Clunky inter- 
faces and/or Al sodg@@"@Ssto be lad@falble? | could find nei- 
ther here. NBA ‘95 1S about\as @njoyable @ piece of arcade 
software as I've GOme’aGross, and yet all the rules of basket- 
ball apply. | hav@ 10 admit to 'a Certain lack of knowledge 
where sports ruleg ate concerned: NBA “95 does a fine job of 
teaching them by example, By thefimet had finished a cou- 
ple of games, | notiomiysknew how to draw a foul, | knew how 
to avoid having them Called’on my players. The graphics are 
excellent, pulling yotinto the game: likewise, the sound 
makes you feel as though you're in the arena. And talk about 
detail! The game is authentic down to the parquet floor of 
Boston Garden and the color of Dennis Rodman’s hair, NBA 
‘95 Is craftsmanship at its finest. -Ted 


This is what I've been waiting for for a long time! I've never 
seen the SNES version so this was a wonderful surprise. The 
first time | sat down to play | only glimpsed at the manual to 
find out the basic controls. For the rest of the afternoon my 


court for the break-away and send _ around your desk acting like it’s a ny aunty jaw lay on the deskt@Pl@Ss! watehedsinswenderment at how 

in the alley-oop pass from the wing __ real game of hoops. It happens here 8 T terrific it was. Thé Game play, is!$O real i'$ even fun to watch 

for the big slam and cheers from the _ alll the time! others play. Though the ¢ontrolsare’simple you can make the 

: STS players do just about anything youdwant through some com- 

90 bination of them! ike @ny Gteaf game there are so many 

subtle details that*yowll Continue discovering. | am really 

Tee impressed by théliipand how ihenplayers wil post up and 

shoot hook shots OF pump fake a Couple times and pul up for 

88 the short jumper, efCPtan go on-ant on, but it is certainly 

——_ something that you'll want to witness for yourself. Though it’s 

Manual cic any changes would be minor and the game lacks 

re: 2 little without them. This is without a doubt the best basketball 

game I've ever seen on any platform. -Tasos 
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The easily recognizable parquet floor of the Boston Garden. : 55 


Wateh a Star Crash into a Sun 


Tia Carrere stars Originality Well, here’s the good news. The Daedalus Encounter has 
in the latest some of the best FMV shot to date for these “interactive 
‘mteractive movie’ 62 movies.” Some creativity and ingenuity went into both the 


RIE 


direction and writing of the sequences. However, you'll need 


: Welcome to the future. You're a Pinyep iy a strong computenstosmunsthe yid@@"tta decent speed and 
box. As a casualty of a now-defunct 43 clarity—like, say, @ Pentium. |The actors perform well if not 
: war, your brain has been hardwired exceptionally; thé Same can Dé Said for the plot, the graphics, 
; into a small box. You're now part of STEM and pretty much'the whole works, Unfortunately, rather than 


a salvage team, headed by your old 7 3 take all this work and Make asgood game, they made an 
friends Ari (Tia Carrere) and Zack ‘interactive movie experience! That means you get to watch 


(Christian Bocher). As a full partner, Audio for a long time, them hit the proper sequence of buttons on 


Daedalus Encounter 


remote probe during salvage ops. 7 2 worse, the interface is somewhat UnfOtgiving in terms of the 
48061 Fitch Avenue Soon, though, you run into trouble. timing of your clicks. In other words, if you really want an 


Manual 


65 


elrurlingl DAEDALUS has caused a General Protection Fault in mod- 
8 0 ule blah, blah, blah. This window popped up far too frequent- 


“interactive” movie experience, The Daedalus Encounter is 
good on the movie part, but none too strong on the interac- 
tive part. If you want a good game, look elsewhere.- Kevin 


Irvine, CA 92714 Your ship crashes into a huge, 
(714) 833-871 apparently biological construct, 


Fax: (714) 833-8717 


AVERAGE SCORE: 


16 


= stranding Ari, Zack and yourself on 

a ship that’s plummeting towards 
486/33 or faster, 8 MB RAM, : 
Windows 3.1, 2 x CD-ROM 


ly; generally it was a problem with the MMSOUND module. 
Although | think the game plays well, there are several inter- 


! ee eye face problems thateshouldehave«o@enmworked out. Number 
Look at Tia. Be talked at by 84 one is that, wher YOu Pop Out to the Main menu to save your 
Tia. Click occasionally. game, you can Mever Be guile sure how far into a video 


ESTELC Mmm sequence you afé-and the video sequences dictate save 
8 | positions. If you pop Gut tO Save yousgame, you might be los- 
ing several minutes WORN of game time: the entire video 


the sun. You must help explore the Audio sequence will be replayed. This gets pretty dull, considering 


; ; that my personal gaming motié iS “Save @arly, save often.’ 
Alen (COnsiuct And. Gall conta! 90 Other beefs include having to step through the exact same 
before the ship hits the sun. d P d 


sequence of actions more than once (this happens any time 
you have to send out a probe in the game—the sequence 


Controller 


Mouse, Keyboard The Daedalus Encounter is an Manual 


Hard Drive Space interactive movie that combines Tf takes about two minutes to play through) and the delayed 


4 Meg (min), 25 Meg (max) — puzzle solving, arcade action and 
Numb f Pl over two hours of navigable Quick- 
lice Ms Alt Time video. The player uses a ‘vir- 
One Player 


Click-to-action response time. - Ted 


tual interface’ at appropriate eyitrrrvisv™ | hate to sound like a broken record, but what's the point of 


moments to succeed or fail. making a game where the player spends most of his or her 
PC and compatibles This review is of the PC version. 82 time watching? Where's the interaction? To make matters 

be Re clot eae E also Playability worse you play the role of a mechanical probe with no voice, 
Kechadeus | ystem You automaticallysfoliowsthe oi@Mi@Hasacters around until 

Bee requirements are 68040/25 chip or & 5 they need you for Something afd then you get to solve a puz- 

faster, 256-color video, 8 Meg RAM, zle or click a button, Thats interaction? It Certainly isn't enter- 


Virgin Interactive 2x CD-ROM drive. STEM tainment. But to-ivé credit Where cfedit/may be due, the 

| RES 91 quality of the video /Ma@S improved Considerably from other 
$59.99 Mechadeus product§ and thesacting IS pretty good by com- 

Audio puter game standards. The specialeffects that make up the 
8 8 gaming world are/pretty spectacular and the actors blend in 


Seats b me aes sel Ts 


well with the environment, althougit they still appear to be act- 


ra thd a ; ing in front of a blue screen. The best part of the game are 

° oe. 1 @e ULE UEE many of the puzzles. They show more imagination then the 
REVIEW ° _ —— : y Pp . Ney g 

: Here’s your interface, as your 1 3 story does and much more than the dialogue uttered by the 

se : probe Sails by a freighter. characters. - Tasos 


VIRTUAL POOL 


ee ae 


THIS GAME 
WILL IMPROVE 
YOUR ACTUAL | 
POOL PLAY 
OR YOUR 
MONEY BACK. | 


DETAILS INSIDE i 
PACKAGE. 


Introducing Virtual Pool”, a game so real we vViRTUAL 
guarantee that it will improve your actual pool POO L 
game...or your money back! It has all the angles, all 
the shots of the real game - and then some! Take a 
video lesson and learn trick shots from Hall-of-Famer ? 
Lou Butera—or go on an historic multimedia tour of the — 
sport. So chalk up your mouse and take your best shot! 


66! Simulater 


Wiha se 


tal 


J “Virtual Pool is flat out impressive stuff...you just have to see this thing inaction.” 

e Modem and 
Network Play 

¢ Shot tracking 

¢ Full-motion Em, 
Mult imed 1d By Gamers. For Gamers.™ 
Library 1800 INTERPLAY 

as fF ¢ Realistic Feel 
alate eee §6& Control © Celeris 
Line up your shot and get ready to sink it in the corner. | Turn on Tracking to learn trickshots and ball mechanics. 


© 1995 Celeris Inc. and Interplay Productions. Virtual Pool 
Get a free demo at our Web site at HTTP: //WWW.INTERPLAY.COM is a trademark of Interplay Productions. All rights reserved. CRMJP5 


675 Massachusetts Ave. 
Cambridge, MA 02139 


Discworld 
By Psygnosis 


(617) 497-5457 
Fax: (617) 497-6759 
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"The World -a nota Square; the Work, 
he va Round aeLike a Pia’ UC 


Like the BBC show that introduced 
this brand of humor to American 
television audiences, Pratchett may 
be the first to bring it home to your 
PC. It’s already on your book store 
shelves; it can now be on your hard 
drive. 

Discworld is as bizarre on top as it 
is underneath. If this sounds some- 
what confusing, let me backtrack a 


Hail! Hail! to ol’ Unseen 
University. 


bit and look backwards through the 
lens. The Discworld is a flat planet, 
thus the name (it has nothing to do 
with the thing that brings it to your 
computer). It is carried through 


ae 
- 


space on the shoulders of four giant 
elephants. The elephants them- 
selves sit perched upon the shell of 
the star turtle, Great A’Tuin. All 
together they glide through the uni- 
verse to who knows where. 

Probably of more interest to the 
inhabitants of the Discworld, and to 
you with a temporary visa, is the 
Disc itself, that planet-sized plate of 
land which rides on A’Tuin’s back. 
The Disc doesn’t so much obey the 
ordinary cosmic laws, as clumsily 
re-writes extra paragraphs in crayon 
in the vague hope that the Great 
Judge won't notice the addenda. 

Somewhere near the middle 

regions of the Disc is the city of 
Ankh-Morpork. Neatly bisected by 
the river Ankh, it is the oldest exist- 
ing city on the Discworld and a fit- 
ting place for the one central college 
where aspiring wizards are sent. 
During your visit on the Disc, this is 
where you'll call home. 


FEUER on. 
— 


Rice wind 


Useful Forfventing Frustration and anger 
~*~ yy prea a 


Choose from a variety of ways to talk to the 


characters. 


or those unfamiliar with Terry Pratchett’s hilarious 
Discworld books but who will immediately chuckle at 
the single word utterance, “Albatross,” you are not 
too far away. Pratchett, like his Monty Python 
brethren, is a propagator of British literati comedy. 


en 


Just maybe this is the Donkey 
Cart that keeps hitting him. 


You will be controlling the actions 
of Rincewind—a none-to-successful 
Wizard from the Unseen University. 
Holder of a B. Mgc - Failed, 
Rincewind’s only real qualifications 
are an ability to sleep through the 


You wouldn’t wan this guy 
coming down you chimney. 


apocalypse, and a survival instinct 
honed by years of fleeing in abject 
terror from the slightest danger. 
Two things Rincewind does have 
going for him are the voice over by 
Eric Idle of Monty Python (CD-ROM 
version only) and you controlling 
him...Alright, one thing going for 
him, the voice over by Eric Idle. The 
task he has been assigned by the 
University’s Arch-chancellor is to rid 
the city of a vile dragon that is ter- 
rorizing its citizens in hopes it will 
improve Unseen U’s public relations 


by showing that they can be useful. 
And since nobody else feels like 
doing it, Rincewind had better to 
keep his grant to stay in school. 

His biggest problem is that no one 
really wants to help him or cares too 


The artwork is terrific...[it] 
gives the game a warmer, 
storybook charm. 


much about the problem. But the 
lethargy of the citizens of Ankh- 
Morpork may be a blessing in dis- 
guise since this allows Rincewind to 
take the many objects he will need 
without anyone caring too much 
about it. If these pieces to the puz- 
zle are not lying around freely, it will 
be up to you to figure out a way to 
get them. 

Rincewind can carry things 
around, but only one at a time. For 
the rest he can use his Luggage, a 


small chest that runs around on little 
pink legs wherever Rincewind goes 
and can hold a seemingly limitless 
number of objects. 

What Rincewind can pick up along 
the way and carry without limitation 


81 


Playability 
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Visuals 


84 


Audio 
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Manual 
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are skills. Once learned, these skills 
are represented by icons in his 
inventory and are used in the same 
way that a normal object is used. 
After talking to a pick-pocket on the 
street, Rincewind may be told how 
to perform such an ignominious 
deed. Though it may not be right, it 
can come in handy. 

There may be some similarities to 
the world you know, but don’t 
expect the Discworld to stay that 
way for very long. 


86 
84 


Originality 
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Playability 
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Visuals 


Originality 


Originality 


Playability 


One of these days, someone's going to work out a better way 
of telling stories on the computer than the dated graphic 
adventure genre. Until then, though, players can content 
themselves with decent attempts like Discworld. I’m fond of 
some of the Discy@iidiifiove!s; Bratéhiéitecan put together a 
good character OF TWO When ¢ puts his Mind to it. Many of 
those character$@ome ‘alive inthis Game Version, thanks to 
some stunning VOIGE works Thévanimaiions-are wonderful (if 
not always as flMiG=aS "they shouldbe) and the general 
atmosphere is of SONg Production qualitiéSaThe game itself, 
unfortunately, fallS*Squarely backWardS into a morass of 
graphic adventur@@ustoms: The @ameitselfis quite long, and 
the puzzles can bé“faifly hard. Many of those hard bits, 
though, are due to illogical combinations and odd actions that 
must be taken to solve them. Still, if you've a love for bright 
colors and cheery humor, and can stomach a graphic adven- 
ture, Discworld is a fine addition to your collection. - Kevin 


Discworld is probably the most humorous game I’ve seen in 
some time. With Terry Pratchett's brand of humor and Eric 
Idle providing voice talent, you get an evil one-two combina- 
tion of laughs. However, laughs do not a great game make. 
Not to worry: Discy@m@iStancs welloasitgeown merits as an 
adventure game Wit the twisted British humor lending itself 
to the challeng@s@r re pur 2lesOne@ difficulty scale, 
Discworld falls in@thes infermediate-yange, The game does 
have some problemisyaitnough nothingimajor enough to war- 
rant a profound @f@pin S@ores ThelSOuNd drivers are some- 
what hesitant to PeMOrmi@ntirely properly, but most glitches 
can be overlooke@aethere are al§OSOme lines scripted for 
Rincewind (Eric Idle) te"Say that don’t have associated voice 
files; they were probably scripted in after the voice recording 
was done. Turning on the spoken text option (which you'd 
want to do anyway, unless you're an exceptional listener) 
clears up the problem. -Ted 


Though it doesn’t break any new ground in graphic adventur- 
ing, it is highly entertaining. There is a lot of dialogue making 
it pretty slow-paced, but it is certainly good enough to keep 
my attention. Pratchett's stuff in the game is tremendous, with 
what appears to Joemailitthe spriakWAG@by,Fric Idle in some 
places. The artwOrk iS terrific since if Still looks much like its 
pen and paint ofgiand gives thegam@a@warmer, storybook 


SITUS charm. All of thé Woige-OVer wOrk is,a00d, $0 don’t miss out 
a 93 on the CD-ROM@/@ISIOn= Gnfoduinatelye ibis still the typical 
"Fst picture some OF those old graphic adventule game, only witha vetyamusing setting. In 
secorid—hand book shops, which TPT 2 00d graphic adventure, You Should sarely have to resort to 
randomly trying QDj@CtS Olt to See Where they work. Similar 
qj 0 frustrations can comesfom knowing Wat you need to do, but 
—_— not knowing how to do it because you're not sure what the 
UCU obiects are that you need and if you possess them. One good 
87 thing, however, is that hot spots are “tagged” so you don't 
have to hunt for them too hard. -Tasos 
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Take a break with a short lesson on something in the Discworld. : 59 


A Profound Sense of Loss 
(ver the Death of DOS 


nM 


NACH 


Do away with 


DOS, according to 
industry sources, Is 
dead. Windows95 
is the way to go, 
they say. Phooey, 

I say. 


According to a Microsoft source, 
Microsoft has no plans for further 
revisions of MS-DOS at this time. 
Microsoft feels that Windows95 Is 
the way to go, and they’ll be focus- 
ing on that product for the foresee- 
able future. Unless there is con- 
sumer unrest on the issue of further 
revisions for MS-DOS _ after 
Windows95 has been released, 
MS-DOS will be discontinued. 

Do away with my favorite operat- 
ing system? “Heresy!” | cry. I’ve 
come to know and love DOS, even 
if it is an extremely unfriendly envi- 


agement routines 
that are incompati- 
ble with Windows’ 
routines. Even if 
your system is 
loaded for bear as 
far as system RAM 
is concerned, the 
situation remains 
“never the twain 
shall meet.” 

To do away with 
DOS seems a bit 
short-sighted on 
Microsoft's part, at 
least from this 
gamers perspec- 
tive. While version 
6.22 is a great OS, 
with many utilities 
and whatnot to 
make it more acces- 


Microsoft 
Windows 95 


sible, it cannot be The next generation of gaming platform? 


viewed as the be-all 


my fe avorite ronment. My love for the litle white and end-all of MS-DOS. People will — to use GDIs (graphical device inter- 
operating line on the black background that continue writing new utilities for face), they're going to come up 
9 reads “C:\>” knows no bounds. I’m DOS that give it greater and greater © against the same software bottle- 
system: addicted to it. Windows 3.1 was a___ functionality, and for Microsoft to neck that Windows 3.1 had. It will be 

“Heresy! ak | rotten platform for games that — say that it’s simply not worth their —_ faster, but will it be fast enough? 
required any sort of graphical flair, time to continue supporting it makes On the hardware front, it appears 
cry. and | worry that the gamer will be — no sense to me. Windows 3.1 does- _ that Windows95 will spawn a whole 
left out in the cold as Windows95 _—n'tallowme to use my system inthe | new genre of video accelerators. 
comes to market. manner to which I’ve become This new breed of video accelerator 
Don't get me wrong. | think that © accustomed, and so | chafe under appears poised to offer what, up 
Windows is great for most business __ the strictures it places upon me. —_ until now, you could only achieve in 
apps, and it’s a far cry ahead of _ That's the reason that there were DOS. S$3’s and Brooktree’s recently 
DOS for menu-driven software. But —_ revisions of DOS in the first place: | announced chipsets will certainly 
as a gaming platform, Windows has _ people came up against the limits of deliver some advanced features to 
been just plain bad. The reason is — what they could do, and experimen- © game _ acceleration in Windows; 
that Windows 3.1 is graphically tation led to innovation and revision. video board companies are already 

clunky , because it runs all graphics But will Windows95 be different? _ lining up like sharks to the kill. 

through software channels. While  Software-wise, you'll probably How good will this new hardware 
Microsoft claims that you can run _ notice a speed increase for your _ be? If you believe the press releas- 
graphically intensive applications in business apps; Windows95 isnt és, you'll get better video perfor- 
a window, most games will stead- — merely an operating environment as = mance in Windows than in DOS 
fastly refuse to run. The ever- Windows 3.1 was; it’s an operating across any genre of game: flight 
COMPUTER strengthening trend toward putting system. This means that _ sim, first person shooter, whatever. 
GAME out games using DOS extenders — Windows95 will have direct access However, as the eternal skeptic, I'l 
REVIEW completely rules out running those to most of the hardware in your — stand by, watching and waiting, until 
games under Windows 3.1, since computer just as DOS does. _ the technology is placed into my 
60 they require their own memory man- —_ However, if Windows95 continues _ hands. - Ted Chapman 


Its like nothing you've ever 
felt before. It starts as infatuation 
and becomes an obsession 
with adventure, excitement and 
sweet experience. 

Transform a bland PC into your 
fantasy system. A concert hall. A 
time machine. An interactive movie. 
Install a Diamond 
multimedia kit, 
sit back, close 
your eyes and 


@ Quad-speed CD-ROM 
drive (600 KB/s 

| transfer rate) 

|@ 16-bit wavetable 
upgradable sound 


| card enjoy the 

'¢ Quality speakers crystal clear, 
¢ Tailored software ; 

‘o 1 year ‘abana CD-quality 


Ser eng. 


sound. Open 
them and drink in the pulse-lifting 
power of quad-speed CD-ROM 
drives, the heart of multimedia. 
With the most complete line of 
quadspeed multimedia upgrade kits 


24-Hour Fax- Back: 1-8 


, 2880 Junction Avenue 


©1995 Diamond Multimedia Systems, Inc 
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anywhere, Diamond gives you the 
beauty of choice. From our Premium 
5000 “no compromise” kit with 

all the extras, to kits for gamers, 
education and small and home 
businesses. 

We make it easy to get involved, 
with simple installation 
and operation. 
“Installing the 5000 was ~ 
as easy as could be.” 
Multimedia World 4/95. 


_ 


Premium 5000 


The ultimate in 
quad-speed power 


$449! 


Plus the comfort SOHO 6000 -_ . Value 4000 Educator 3000 Quad 500 
Designed for : Affordable Perfect for Turbo charge your 
of 24-hour fax-back todays home office |= CD-ROMpower _ young children multimedia PC with 
$399! quad-speed $249! 


$399! eee 


and omline support 

service. For more 

information contact your 

local dealer or call Diamond 

at 1-800-4-MULTIMEDIA today. 
Diamond Multimedia Kits. Isnt it 

time you made the move? 
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OQO-380-0030 « Internet: www.diamondmm.com 


, San Jose, CA 95134-1922. All trademarks and registered trademarks are the property of their resp 


Firebird 


By Advanced Gravis 


1790 Midway Lane 
Bellingham, WA 98226 
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(800);663-8558 
(604)-431-5020 


Fax: (604) 431-5155 


Available For 


PC and compatibles 


Designed By 


Advanced Gravis 


Distributed By 


Advanced Gravis 


Retail Price 


. : 


999.95 
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Macro-Economies 


Advanced Gravis’ 
Firebird can make 
you the king of 
outer and inner 
space. 


S-S-S-[BKSP]-[F9]-[F 10]. 
Chances are good that if you've 
played X-Wing, you know that most 
missions will start with you entering 
this sequence of keystrokes. The 
three S’s cycle your shields, the 
[BKSP] puts you at full throttle, and 
the function commands increase 
the recharge levels on your lasers 
and shields. What a pain it can be to 
find all those disparate keys on your 
keyboard! 

Advanced Gravis to the rescue! 
The Firebird is their latest stick; built 
off the Phoenix base, it does away 
with the “wing” and puts in its place 
analog elevator and throttle con- 
trols. The configuration utility has 
been upgraded, and now does what 
| felt the Phoenix should have done 
in the first place: macros. It has an 
ease of programmability well 
beyond other programmable joy- 
sticks on the market, as the config- 
uration utility has a pop-up recorder 
and drag-and-drop buttons. 

The high-tech styling of the 
Phoenix is evident in the lines of the 
new Firebird. The Firebird has a 
large footprint, so plan on opening 
up enough desktop space for it. The 
stick shares the handle tensioning 
system with its older sibling; four 
sliding switches on the underside of 
the unit allow the stick to be soft or 
firm in any of the four cardinal direc- 
tions, depending on user prefer- 
ence. The Firebird’s handle does 
have corners, which, although some 
gamers may find them somewhat 
uncomfortable or unrealistic, add to 
the stick’s usefulness in calibration 
routines. Please note that only on 
tension setting six (the stiffest) is 
this true; tension settings one 
through five come sans corners. 
Cable connectors include standard 
five-pin DIN and PS/2_ pass- 


The Firebird Control Console in action. 


throughs, so the Firebird is usable 
by anyone with either of those pop- 
ular types of keyboard plugs. 

The lack of external trim pots 
shouldn't scare you away. Each 
Firebird uses extremely high quality 
potentiometers that are electrically 
matched at the factory. You won't 
need to compensate for poor quality 
workmanship, as each pot is 
designed to provide in excess of two 
million cycles of use. 

There are a total of seventeen pro- 
grammable buttons located on the 
body and handle; each button is 
macro-programmable, and up to 
106 keystrokes may be entered into 
the units EEPROM. The throttle 
and elevator trim controls are not 
programmable, and they operate 


Installation 


98 


Ease of Use 


95 


Durability 


93 


Usefulness 


90 


Manual 
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only in analog mode. 


TECHNICAL NOTES 


What can be said? The Firebird is 
about as simple an installation as 
I've come across. The FCC, or 
Firebird Control Console, configura- 
tion utility is simple to use, and 
comes with many features missing 
from the original Phoenix configura- 
tion software. A special note to 
Phoenix owners: Advanced Gravis 
is working on a new PCC that will 
incorporate all the features of the 
FCC, including macro use. Anyone 
who owns a registered Phoenix can 
call Gravis for the new software free 
of charge, or dial up their BBS and 
download it, when it is released. 


What can be said about Advanced Gravis now? Although 
many people balked at the $150.00 price tag on the Phoenix, 
the price on the Firebird has dropped into the realm where 
you don't even need to ask your significant other if you can 


al $100 point is a big plus 
Ss wrong with the 
Seventeen pro- 

il you try setting 

simply too many 

and trying to fit 

use on the same 

sims, though, sev- 

O put your keyboard 


aside. The placement of the throttle and elevator trims is won- 
derful; the T-bar on the throttle makes both pots very easy to 
find. And the wonderful PCX-maker and printer carried over 
from the PCC is a joy. Firebird’s a winner. 


- Ted 


After hearing his 
favorite games on 
a Sound Blaster, 
Vincent regretted 
the ear thing. 


Inferior sound cards can drive you to some So only buy genuine Sound Blaster cards. And look for 


crazy ends. Sound effects built into this year’s the Sound Blaster Compatibility Logo on software and 
Sound 


hottest new games might seem muffled and 
flat. Like you're only getting half the experience. 


multimedia kits as well. That way, your software will sound 


exactly like it should. And you won't feel a tinge of regret. 
But a Sound Blaster™ sound card can spare you that 


insanity. You get real 16-bit, CD-quality sound that brings 
games to life. You hear ships explode, swords clash, tires 
squeal. That's why Sound Blaster is the PC sound standard, 


There are six different Sound Blaster sound cards to satisfy 


CREATIVE 


multimedia iSss- Creative 


the most discerning ear. 
To find the one that’s best for 
you, call 1-800-998-5227 Ext. 114. 


© 1995 Creative Technology Ltd. Sound Blaster and the Creative, multimedia is Creative, and Sound Blaster Compatibility Logos are trademarks of Creative Technol 
International inquiries: Creative Technology Ltd., Singapore. TEL: 65-773-0233 FAX: 65-773-0353. All rights reserved. 


UltraSound ACE 


By Advanced Gravis 


1790 Midway Lane 
Bellingham, WA 98226 


(800) 663-8558 
(604) 431-5020 


Coming Up ACES 


Hoping to hook 
users on the 
UltraSound line, 
Advanced Gravis 
hits the market 
with the ACE. 


Hoping to add wavetable sound to 
your machine, but don’t have a lot of 
shekels to spare? Check out the 
Gravis UltraSound ACE. It has the 
features you're looking for, at a very 
nice price. 

First off, let’s mention that the 
ACE isn’t meant to be a stand-alone 
sound card, although you can use It 
as such if you have a gamecard or 
don’t need a joystick port. The ACE 
is an add-on that hooks via patch 
cable to your existing board. Any 
board will do, since the patch runs 
from the line out jack to the ACE's 
line in jack. All you need is a free 
slot inside your case and some 
elbow room for designating an IRQ, 
port address and DMA channel. 

Any game that supports the 
Gravis UltraSound standard will 
support the ACE. Currently, there 
are over a hundred games/infotain- 
ment products shipped that include 
GUS support; the list is distin- 
guished by such titles as Dark 
Forces, Descent, DOOM/DOOM Il, 
and other high-profile products. 

One of the truly impressive fea- 


price. At $99.00 suggested retail, 
you can expect to see this board at 
the street level of around $80.00. 
Advanced Gravis’ market research 
revealed that advanced computer 
users were using two sound cards 
(such as a Sound Blaster/Roland 
combination) to achieve the desired 
effects in their machines; novice to 
intermediate users who wanted 
wavetable synthesis were unwilling 
to upgrade due to cost and compat- 
ibility issues. The primary compati- 
bility issue was cited as the need for 
a Wave Blaster feature connector. 
Of the estimated 18 million sound 
card owners, Advanced Gravis’ 
market research stipulates that only 
8 million have the Wave Blaster 
upgrade path on their sound card. 


Gravis has tweaked the Ultrasound to great effect. 


Mail 


The ACE board is aimed at this 
novice to intermediate market. 


TECHNICAL NOTES 


The ACE is a fairly easy install, as 
long as you're aware of the stan- 
dard hardware issues you're likely 
to encounter. The manual and 
installation instructions that come 
with the ACE are detailed, in most 
instances providing you with infor- 
mation about the installation and 
setup process that most sound card 
manufacturers don’t bother with. 
For instance, the quick install card 
explains exactly how your boot files 
will be modified and why the lines 
that are added are necessary to ini- 
tializing the board. 


Fax: (604) 431-5155 tures of the board, technologically 


speaking, is its number of active 
voices. Most add-on wavetable syn- 
thesizers allow 20-28 active voices; 
the ACE allows up to 32. This 


As finicky as | thought the UltraSound MAX was, the 
UltraSound ACE is a small marvel. If you've ever run into a 
compatibility problem with your Sound Blaster “compatible” 
sound card, it appears that the ACE can remedy the problem 


Installation 


90 


Ease of Use 


Available For 


PC and compatibles 


Designed By 


Advanced Gravis 


truly brilliant feature of the ACE is its 


in most situations 


a Wave Blaster 


si results in a slightly richer sound, 90 Ee ease of upgrade 
Distributed By since you'll hear a greater number from FM synthe completely pain- 
Advanced Gravis of notes or instruments moment by BIMElyiNAM less. And, I've ames benefit from 
Retail Price moment (this also Gapenus on the N / A UltraSound supp e, though decent 
$99.00 programming skill of a game's must- in FM, is positivel ItraSound mode. 
: cal engineer—some are too lazy to The 512K DRA board for wave- 
; build in musical effects to that Bebhunens form memory is | 

COMPUTER : extent). Although the board defaults O 5, something of a germ, "W section detailing the 
CAME : to 20 active voices in DOS, you can essential aspects of computer sound, from just what is meant 
: specify the number of voices using CULE UBER by wavetable and MIDI to tips for avoiding some of the more 

REVIEW : a command line switch iai 
: om ine switch, 96 common traps of digital recording. The UltraSound ACE is a 
64 While all of the above is nice, the gem of affordable sound technology. - Ted 


KES 


of pre a The Next Generation, 


MOR GAN FAIRCHILD 


of Falcon Crest, 


_ & JOE PISCOPO 


of Saturday Night Live 


DIRECT FROM HOLLYWOOD 
TO YOUR COMPUTER! 


Multimedia Celebrity Poker puts you in a high stakes poker 
game with three Hollywood stars. 


Simple point and click interface 
Interactive full screen, full motion video 
Multiple 5 and 7 card game variations 


Celebrity Poker is THE Hottest Deal in Town! 


Available at your local Software retailer or order direct from New 
World Computing at 1-800-325-8898 (818-889-5650 outside the 
U.S.), or by mail: P.O. Box 4302, Hollywood, CA 90078-4302. 


PC GAMEGUN 


By American Laser Games 


4801 Lincoln Road NE 
Albuquerque, NM 87109 
(505) 880-1718 
Fax: (505) 880-1557 


Available For 
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Mad Dog and Englishmen 


American Laser 
Games wants to 
add to your 
gaming experience, 
at least with their 
games... 


Software companies don’t usually 
release hardware products for their 
games, and so it was with mild sur- 
prise that | heard tell of a light gun 
being developed by American Laser 
Games. They’re the folks who have 
brought you such titles as Mad Dog 
McCree | and II, Who Shot Johnny 
Rock?, Drug Wars, and Crime 
Patrol. All of these games use the 
mouse as a point and click device to 
simulate aiming and firing a gun, 
and all the games use a novel video 
compression scheme that puts you 
in the midst of the action, looking at 
each scene from a first person per- 
spective. Although you do not con- 
trol your character's movement, you 
do feel somewhat immersed in the 
game. 

The light gun, called the PC 
GAMEGUN, plugs into two places 
on your system. Although you would 
think that it would simply take over 
your mouse port (since it is effec- 
tively replacing what you did with 
your mouse in each of the games), 
the sites it requires are the joystick 
and the LPT1 (printer) ports. The 
why of this may or may not be obvi- 
Ous to you, depending on how much 
you know about the way peripheral 
hardware interacts with system 
hardware. The data format of the 
gun is incompatible with an asyn- 
chronous serial port, while the LPT 1 
port can accept timed data in syn- 
chronous format. 

The PC GAMEGUN comes bun- 
dled with a sampler of several ALG 
games: Drug Wars and The Last 
Bounty Hunter are for certain, and 
others may be added to the sam- 
pler. Unsurprisingly, the GAMEGUN 
will work with all the demos on the 
sampler. Games currently in the 
American Laser Games stable. are 


being retrofitted with dri- 
vers so that they can 
take advantage of the 
gun’s capabilities. The 
PC GAMEGUN is 
expected to be available 
in retail quantities in mid- 
May. 

One of the best fea- 
tures of the PC GAME- 
GUN is that you can use 
two guns on one system; 
many of ALG’s games 
can be played in two- 
player format. Because 
ALG got its start in the 
arcade arena, you can 
expect almost all of their 
future releases to sup- 
port two-player mode. !n 
order to hook up two 
guns to your system, 
you'll need two Y- 
adapter cables (one | 
each for LPT1 port and Using lig 
joystick port). They can 
be picked up at almost any PC hard- 
ware shop, and should be under 
ten dollars apiece. 


TECHNICAL NOTES 


The unit | got was in its final beta 
stage, with the installation software 
being the only thing left to tweak. 
Nonetheless, the software installed 
quickly and easily, and the test pro- 
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autocalibrate on 
would shoot in a 
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forced to quit out of 
ibrate (rather frustr 
games will include 
only have to pop 


Miselieicelime |f you like playing American Laser Games’ shoot-em-ups, 
you'll probably enjoy using the PC GAMEGUN. However, you 
can't use it with any other games, and so its charms are lost 
for mass market appeal 


squeeze off a few snots. Theres asma 
the gun for pulling up a game’s menu, but the software pre- 
dates the gun, so there's no in-game calibration routine on 
any of ALG’s games yet. Kudos to the hardware engineers: 
the gun can apparently take a fair bit of abuse. 


ht as a deadly weapon. 


gram found the gun right away. 

An unfortunate roadblock is that 
the PC GAMEGUN will not be avail- 
able with a serial port passthrough; 
those of you with a printer will need 
to unplug it before using the GAME- 
GUN. The reason for this is one of 
economics: configuring the gun with 
a passthrough would raise the price 
of the gun beyond what the average 
consumer would be willing to pay. 


The calibration program Is sort of a 

my nasty tendency to 
e with a gun that 
phazard manner. 
rriedly, and | was 
in order to recal- 
re releases of ALG 
tine so that you 
rate option, and 
utton on the side of 


- Ted 
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Fly higher with VIRTUAL PILOT PRO™! Taking the 
best features of the award-winning VIRTUAL 

PILOT™ plus added viewing capabilities and fire 
buttons, it is ideal for advance 
and driving games. For those who 


playing seriously! For 


d flight simulation 
take their game 


IBM PC-compatible computers. 


Jump into the cockpit and experience your most 
intense flight ever with ELIGHTSTICK PRO for 
3p0™, the first 3D0 analog joystick. A thrill to 
use with 3D0 software from companies like 
Crystal Dynamics, Domark, and Dynamix! 


Take total control of your aircraft without ever 
removing your hand from the stick! 
FLIGHTSTICK PRO for Macintosh™ features 4 
programmable trigger, three fire buttons, and a 
programmable eight-way switch. It attaches to 
the ADB port found on Mac SE oF later models 
and requires 6.0.7 software Or higher. 


G € \ c 


PRO PEDALS™ 
both forward and back wa 


TRACKBALL 

PRO™ j 

the traditional mouse. It also seneee® © 
professional pointin : 


Publishing, CAD/CA 


for both IBM 
PC- 
computers. - 


It also serv 
: eS as 
device for deskien 
and games. Available 
patible and Macintosh 


Macintosh is a re 
; gistered tradem 
3D0O is a trademark of The 3D0 racks a Computer, Inc. 


I-Glasses 
PC Version 
By Virtual i-O 
1000 Lenora Street 
Suite 600 
Seattle, WA 98121 
(206) 382-7410 
Fax: (206) 382-8810 


Available For 
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Bob-bob-bobbin’ Along 


Virtual i-O’s new 
head-mounted dis- 
play (HMD) is the 
first on the market 
with a headtracker 
unit. 


Finally, a head-tracking head 
mounted display has hit the market. 
Other HMDs have been released, 
but none offering head tracking and 
the 180,000 pixels per screen reso- 
lution of the i-Glasses. It differs from 
most other HMDs in shying away 
from total visual and sonic immer- 
sion in a game’s environment, pri- 
marily because such immersion can 
lead to vertigo or motion sickness in 
about 10% of the people using an 
HMD. You maintain your bottom 
peripheral vision, giving you a clear 
connection to the outside world. 

The dual screens are at the cutting 
edge of active matrix transistor 
technology. Each screen measures 
.7” (1.9 cm) across; the combination 
of screens gives the appearance of 
an 80” screen as seen from 11 feet 
away. The resolution on each 
screen is 230x263, giving you 
180,000 pixels per screen (due to 
the fact that monitors have red, 
green, and blue pixels). 

The headset features earphones 
that are completely adjustable, as 
well as a video mute button that 
allows you to look directly through 
the screens (handy if you're talking 
to someone and don't want to 
remove the i-Glasses). The weight 
of the unit with the headtracker is a 
little over fourteen ounces. 

Bundled software includes share- 
ware versions of some of today’s 
hottest titles. Packed in with the i- 
Glasses are Descent from Interplay, 
LucasArts’ Dark Forces, Raven 
Software’s Heretic, and Magic 
Carpet from Bullfrog/Electronic Arts. 
Other bundled games _ include 
include Ascent from Gravity 
Software and Big Red Software’s 
Big Red Racing and Tank 
Commander. If you want to experi- 


eestor 


wow peseret oetr 


iglasses! == 


ment with virtual worlds, Virtek (also 
bundled) lets you create them. 


TECHNICAL NOTES 


The i-Glasses were kind of a pain 
to hook up, mainly because of all 
the connections you have to main- 
tain to your system. You'll have to 
unplug your speakers and your 
monitor; you may also have to 
unplug your mouse depending on 
your system configuration. The cen- 
tral connection unit will look like a 
high-tech octopus by the time you're 
done plugging everything into it and 
making all the necessary video, 
sound and power connections. 

The PC version of the i-Glasses 
comes with just about everything 


Exciting technology can now be yours. | hope you want it. 


at Oreecar Svaree 


you'll need to get up and running. 
There's a central connection unit 
that connects the i-Glasses to your 
computer; cable maintenance can 
become a real problem here if your 
desk is too small to accommodate it. 

You'll need a free working COM 
port to connect the unit to; if you 
have two 9-pin COM ports, you're in 
business. If you have a 9-pin and a 
25-pin COM port configuration, with 
your mouse plugged into the 9-pin 
(standard configuration for most 
machines), you'll have to run out 
and buy a 25-to-9 converter (found 
at almost any computer store). If 
you have a PS/2-type mouse, 
you're in business immediately 
since every system has at least one 
9-pin port. 


Installation 
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| don’t know if perhaps I’ve missed the point, or whether | was 
simply too eager for a head-tracking HMD to hit the market, 
but this simply doesn’t seem worth it. For one thing, the over- 
all resolution is grainy; if you're typing commands in DOS and 
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of the HMDs, it’s uncomfortable to wear them for periods of 


Manual 


78 


more than about an hour unless you have no pain receptors 
on your forehead. While the technology is exciting, there are 
more than a few kinks that need to be worked out. 


- Ted 


*At $800.00 per pair, | wouldn’t even think of dropping them. 


INTERACTIVE 


Warren Miller’s 
Ski World 
By Multicom Publishing 
1100 Olive Way 
Suite 1250 
Seattle, WA 98101 
(800) 850-7272 
Fax: (206) 622-4380 


Requirements 
486SX/25+, Windows 3.1, 256 
Colors VGA, 4MB RAM 


Available For 
One Player 
Designed By ; 
Multicom Publishing 
Distributed By 
‘ Multicom Publishing 


Street Price 
$49.95 


Requires 
N/A 
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Plann 


kung Trip? Warren 


Miller i Just the Guy to Ask 


Warren Miller’s 
Ski World 


His name is well known among 
skiers across the world and he has 
teamed up with Multicom Publishing 
to slide into the PC market quicker 
than you can say “downhill” with a 
sleek and hip looking CD title that 
could become the new skier’s bible. 
Warren Millers Ski World is the 
finest title I’ve seen covering the 
huge skiing industry. 

As soon as | tore into the program 
the very first thing | did was access 
the Warren Miller video clips. He is 
gifted for being able to photograph 
skiing and accentuating its grace 
and heart-pounding excitement. 
The video clips here are no less 
wonderful. There is miles of fun 
packed into the videos. The clips 
are found under the heading 
“Warren Millers Extreme Movies” 
and they are very well presented. 


You decided to ski Breckenridge, CO., but what slope? Ski World 


‘ 
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Top Elev: 12.213 / 12.998 
PR. 8 


Base Elev: 9.603 
Vert Dro: 2.610 / 3.395 ft 
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1.915 acres of skiable 
teain; 121 treads. 


Slope Difouky: 
16% Beg. ; 27% tnt: 57% 


Bars 2 (pp) 
Chars: 13 (8 dbl 1 tol 4 hs 


Trams: 0 


ratings 


kiing to many people is more than a sport, it’s a way of 
life. Nobody has been able to document that life better 
than filmmaker Warren Miller and now he has a CD- 
ROM chocked full of exciting video clips, solid video 
instructions and an extensive skiing resort database. 


print trails 


There are 1,000 ski resorts in the database with listings from all 


over the world. The top 50 have special video clips and narration. 


First, you can play six videos back 
to back at any one time. You do this 
by clicking on any video you want to 
queue up. Click to start and sit back 
and enjoy. The clips come with their 
own pulsating rock score and some 
of the best skiing clips you'll be able 
to find this side of Aspen. However, 


has detailed ski run maps and the maps are easy to use. 


if it's Aspen you want to ski, then 
load up the extensive database of 
over 1,000 resorts worldwide and 
take a look. 

The database contains all the 
information you'll need to plan a ski 
trip and in many cases the informa- 
tion bars are accompanied by video 
footage of the actual resort. Then, if 
that isn’t enough, the database con- 
tains detailed ski run information 
found at some of the more popular 
resorts. Those popular resorts also 
garner extra coverage where Miller 
will talk about the resort, why it’s 
unique and his thoughts on the 
place. Added to the CD to round it 
Out Is a nice pictorial history of ski- 
ing, a skiing game and solid video 
skiing instructions. The instructors 
are some of the world’s best coach- 
es. Warren Millers Ski World is 
almost better than being on the 
Slopes. Almost. -Steven Greenlee 


You destroyed 


- You thought that was 
the end of them. 


But deep beneath the 
_ Earth’s raging seas, 
their fury boils 


witha vengeance. 
Your worst nightmare 


is just beginning! 


From the makers of 


X-COM UFO Defense™ 


comes a new 


evolution of evil. 


1-800-879-PLAY. For IBM°-PC 
& Compatibles on 3.5" HD 
and on CD-ROM. 


©1995 MicroProse. All rights reserved. 
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can be viewed by the year they were 


ies 


created or as 


a part of the artist’s portfolio. Zoom them to see lush details. 


Passion For Art 


The computer poses a new cre- 
ative challenge when it comes to 
developing a high art title. You don't 
want the title to look or feel like a 
reference work, but have the atmos- 
phere of a fine papered hard bound 
book. | believe Corbis Publishing 
has achieved a high quality stan- 
dard in its first CD-ROM title A 
Passion for Art. 

This title presents the personal 
collection of Dr. Albert Barnes, one 
of art’s great collectors. His founda- 
tion houses some of the world’s 
greatest post-impressionist paint- 
ings and are seldom seen in the out- 
side world. Through this CD-ROM 
title, the works in the Barnes 
Foundation Gallery are brought to 
as much life as possible for viewing 
on your computer screen. 

First and foremost is how is the 
resolution of the pictures of the 
paintings? Extraordinary, almost to 
the point of museum quality photog- 
raphy. When any painting is 
zoomed you can actually see signa- 
tures and brush strokes. For any 
lover of paintings, this is most 
important and | am grateful that 
Corbis paid such attention to detail. 

There are 330 paintings in this 
work from such notables as 
Matisse, Manet, Picasso, Renoir, 


The color reproduction in A 
Passion for Art is superb. 


Seurat and more. Included in the 
CD are paintings which haven't 
been seen since the foundation 
opened 70 years ago. Also, there 
are fascinating details about Dr. 
Barnes relationships with the 
painters and how the business of 
collecting was conducted. Barnes 
curators have included notes Dr. 
Barnes made about the paintings 
and why he liked them. There are a 
variety of ways to view the paintings 
and the virtual gallery elegantly cap- 
tures the spirit in which these paint- 
ings hang. 

A Passion for Art is a magnificent 
title for a computer's high resolution 
monitor. -Steven Greenlee 
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In the gallery you can see what has been only available to a 
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AnyView’s features are found 
under simple to use tabs. 


AnyView 
Professional 


This is a productivity software 
package that many gamers may 
want to explore. Even those who 
are squeamish about loading such 
kinds of software (like me) will be 
pleasantly surprise with AnyView 
Professional. 

There are several claims made by 
AnyView developer Binar Graphics 
of San Rafael, California. President 
Scott Vouri says this package will 
accelerate graphics in Windows up 
to 25% without hardware, that it will 
make available color depth switch- 
ing and resolution changing “on-the- 
fly” instead of having to constantly 
go into Windows setup and restart. 
Also, Vouri says AnyView provides 
for true color matching color calibra- 


seve 


small group of people until now. Click on Welcome to begin. 


Requirements 


486SX/25+, Windows 3.1, 256 
Color SVGA, 8MB RAM 


tion and it has its own version of 
green monitor features. Now for 
what we saw. 

When AnyView Professional was 
loaded onto a 486DX/66 with 8 MB 
RAM it did keep its promises as 
near as we could tell. The 
OptiMemm frees up memory 
Windows hogs (up to a meg on our 
system) and graphics did seem to 
update quicker. Yes, you can 


If out for games, the Falcon is 
it bet ie your money.” 


sags Schuytema, Computer G mins World 


“ The Pentium 90 they sent me is a beautiful piece 
of work, primarily because they don't go with the 
lowest bidder when buying standard 
componentry. 

96% Overall Score “ 

- Ted Chapman, Computer Game Review 


THE FALCON MACH V: THE ULTIMATE GAMING MACHINE ™ 


If you don't care about playing games, buy any computer. 
If you don't care how fast your games run, buy any "multimedia" computer. 
If you're a serious gaming enthusiast, you need a MACH V Gaming PC. 


The MACH Vp-100 MHz Pentium - $2,995 


Standard features as of 4/1/95: : . 
intel Pentium™ 100 MHz Processor To Order Call ! ) 
100% Compatible with All IBM™ PC Software 1-800-258-6778 


Falcon.PCl Bus Motherboard, 256K Cache exp. to. 1 meg 

54 Bit PCI Graphics Board with 1 Megabyte - 16.8 Million Colors! 
Falcon PCI Bus Enhanced IDE Hard Drive Controller 

8 Megabytes of RAM expandable to 128 

1.44 Floppy Drive : 

540 Megabyte Enhanced IDE 8ms Hard Drive with 128K Cache 

195 ms QUAD-Speed CD-ROM Drive - NEW! 

Creative Labs SoundBlaster 16™ & Shielded Multimedia Speakers 
CH Products FlightStick PRO™ 4 Button Joystick with Viewing Control 
CH Products Automatic Speed Sensitive Dual Gameport 

Mini Tower Case with.250 Watt UL approved power supply ~ 

14" Non- Interlaced Super VGA Monitor, .28dp, Edge-to-Edge Display 
101 Key Keyboard, 3 Button Serial Mouse _ 

MS-DOS, Windows™ (latest versions) & 10 free CD-ROMs!. 


One Year Parts & Labor Warranty, One Year On-site Service VISA,MasterCard & Discover Accepted 
UL, CSA, TUV and FCC class B certified Financing Available On Approved Credit. 
16550 UARTS, Temperature sensitve fans, Customized BIOS' and many other unique features! 

Each MACH V is custom built to meet your specific needs. There are hundreds of options to FALCON NORTHWEST 


choose from. .When you're ready to buy, please call or fax us for the latest quote. 


263 South Bayshore Dr. Coos Bay, OR 97420 
Ph: (503) 269-0775 Fax: (503) 267-2575 


Trademarks are the property of their respective owners 
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change resolutions “on-the-fly” but 
that was not always compatible with 
game palettes. There are some 
games in which you will have to dis- 
able the resolution changing fea- 


AnyView Professional - OptiMemm 


O holunengrse 2 


The avalean resources S graph- 
ics indicate memory usage. 


ture. This will not affect the 
OptiMemm feature and you will still 
be able to recover unused memory. 
Also, the color calibration feature 
did work as touted, but it is for peo- 
ple who are serious about their cali- 
brations. 

One of the features thrown in for 
good measure is the ability to 
expand the Windows desktop to 
wider than the screen. 

AnyView Professional is some- 
thing you may want to consider— 
you can't break anything with it and 
it does seem to free up unused 
memory. -Steven Greenlee 


Compton's interactive esate 


[ The Russias scientist van Paviow, center, pases with his staff and a dog in his laboratory. His notable 


| 
] 
| 


~ The Botosaomn Aiiwe 


| expenments an conditioned safhenes were done wilh the dog 


Here we get a look at Pavlov’ S famous dog. This is the pooch 
that acts a lot like humans do, especially at meal time. 


Compton's 
Interactive 
Encyclopedia 


The new 1995 Compton’s 
Interactive Encyclopedia is a pure 
joy to use. The amount of informa- 
tion contained in the new 
Compton’s is incredible (the com- 
plete contents of its 26 volume 
encyclopedia), but even more so is 
the ease in which it is to get to all 
those facts and figures. 

The uncluttered main menu is 
where it all starts. You'll immediate- 
ly be able to see that you can 
approach a topic search in several 
ways. One is by accessing Contents 
and seeing if your topic hits on a 
content heading. You can type in 
your topic or search by scrolling 
through the entries. If you want you 
can use Idea Search. This search 
will ferret all references in the ency- 
clopedia be it sound, video or text 
files. If you know the subject, but not 
the topic, use the Topic Tree, it will 


Cc aren S Interactive Epeoceepeere 


| PHOTOGRAPHY. The word photography comes from two ancient Greek words: 


| photo, for “hght,” and graph, for “drawing.” 


“Draverng with ight” is a way of 


| descnbing photography. When a photegraph 1s made, bght or some other form of radiant 
| energy, such as X rays, is used to record a picture of an object or scene on a 
| hght-sensitve surface. Early photographs were called sun pictures, because sunkght 


3 | itself was used to create the unage 


| rey A detail of & sunflower 
5 
: 


i re] &, black and white angelish hovers over yellow vase spanges 


Mankind has been a maker of images at least since the cave paintings of some 20,000 
| years ago. With the invennon of photography, a reahstic mage that would have taken a 
stalled artist hours or even days to draw could be recorded m exact derail within a 
| fraction of a second. Today, photography has become a powerful means of 
| communication and a mode of visual expression that touches human life m many ways 
| For example, photography has become popular as a means of crystalimng memories. 


‘Leads to arelatedpicture = 


Each topic in Compton’s Interactive Encyclopedia is detailed and 
then some. Click on an icon to see related subjects or pictures. 


help narrow the search. Running 
down a topic is the meat of any ref- 
erence work, but in Compton’s you 
also get an Atlas to find Timbuktu if 
you want or there is a Timeline fea- 
ture which is very nice to use. 
There are 17 different types of 
information in the Compton’s. 
These include: animations, charts, 


Patrick Stewart is your cyber- 
help buddy. 


short facts, flags, maps, midi music 
files, pictures, sounds, tables, video 
and more. The hypertext is swift and 
useful, while the text links prove to 
be a powerful research tool. 
Compton’s was also thinking of us 
browsers. You can click on the 
Explore icon and you can read the 
encyclopedia in a more comfortable 
surrounding, even including Patrick 
Stewart to help you navigate. 

The bottom line—Compton’s 
Interactive Encyclopedia is just darn 
fun and informative. 

-Steven Greenlee 


oo After 70 years, 


to The 7th Guest™ 


The tith- Hour: The sequel to The 7th Guest is a trademark of Virgin Interactive Entertainment, Inc. and Trilobyte. Inc. 
© 1995 Virgin Interactive Entertainment, Inc. and Trilobyte, Inc. All rights reserved. 
Virgin is a registered trademark of Virgin Enterprises, Lid. 3D0O is a trademark of The 3DO Company 
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only one thing can awaken the horror. 


Robin Morales believes in evil. 
She trails it for a living. 
But now she’s vanished in the Stauf mansion, 


where a madman once perfected murder. 


Too bad you don't believe in anything. 


Because you're going in after her. 


With over an hour of live-action video, 

faster and smoother graphics, high quality, 

full motion video without any additional hardware 
required, an all-new trail of sophisticated, psychological 
terror and more diverse games, puzzles and quests, 

The 14th Hour: The sequel to The 7th Guest” bests 


any interactive game on the market. 


It should. 
It's the successor to the most successful and acclaimed 


PC CD-ROM game ever made. 


AVAILABLE NOW FOR PC CD-ROM anp Mac CD-ROM 
AND. THE 3DO”™ System 


a 


PC Globe exporting the information to your 


i word processor. 
Maps n’ Facts With all the new reference works 


out on the shelves these days 
Braderbund’s PC Globe Maps ‘n’ 
Facts is my new number 1 favorite. 


There is a new toy that is more of 
a tool on the shelves for those of us 
who are addicted to reference 
works. The new CD-ROM from “Steven Greenlee 
Broderbund is PC Globe Maps ‘n’ 
Facts. This is a fact book, almanac 
and world atlas all in one. Just about 386, Win 3.1, VGA, 4MB RAM, 
anything you want to know about 68030, Sys. 7.0, 16 Colors 
the world is a simple keystroke MPC, Mac 
away with this incredibly deep title. Broderbund 

The meat of the program is the eee 


300 plus maps and charts of the $9 
world, regions, countries and 2 


oceans. There are more than 130 ae 
maps devoted to the United States 
with state maps which show county : 
lines, regional and city maps and H. R. Giger 


Population City, County Screen Saver 
i 11,000,000 Cairo (El Qa 
2 10,063,000 S40 Paulo, &E ee 
3 9, 646,000 Seoul, South The dark and horrific world of 
4 8,967,000 Hoscov (Hosk 


artist H. R. Giger comes alive as a 
screen saver for your computer. 


5 8,631,000 Mexico City, 
6 8, 707,000 Paris, Franc 
7 &, 324,000 Tokyo, Japa 
3 8,243,000 Bombay, Indi 
9 7,112,000 Shanghai, € 
0 7,033,000 New York, U 
i 6, alae ane London, Unit 


Ifa statistic is known you can 
find it in this reference work. 


The Lockpick: | wonder what 


| he unlocks? And how? 
topographical maps. The maps are 


detailed and easy to read. When 
you combine the maps with all the 
facts and figures on just aboutevery There are 10 animated screen 


country in the world, this is a title | saver modules in this title. 
infophiles can get lost in. 


| let out little giggles of glee when | The Swiss surrealist artist has won 
came across the charts which show Academy Awards for his creature 
the occurrence of currency fraud designs in the film “Alien.” This new 
around the world. Let’s just say the | screen saver from Cyberdreams 
country down under has abad habit features Super VGA 640x480 
of playing with ink. graphics which have been animated 

Some extra features include print- | and combined with equally chilling 
ing out your own custom reports by sound effects and music. 


This is a well rounded package 
though. There is a message center 
where you can leave messages and 
people can write you one. There is a 
special calendar feature and as a 
special bonus there is an introducto- 
ry short story by Harlan Ellison. 

The story, “The Dreams a 
Nightmare Dreams” was written 
especially for this screen saver and 
explains what you see. The text can 
be read on-screen or Ellison nar- 
rates the story on audio cassette. 
Maps 'n' Facts: Currency Offense - World If you love Giger’s work and his 

ae vision of surreal horror then this is 
the screen saver for you, because 

this screen saver is a real scream. 
-Steven Greenlee 
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386/40+, Windows 3.1, 256 
Color SVGA, 4MB RAM 


Available For PC, Mac ee 


Ga 
| 


COMPUTER | Designed By mN@ ioc 
GAME Cyberdreams 
REVIEW Co) | ae ae. Ti ee | Street Price mmny. 

96 This | map shows currency vetinniees enous the pate You can | Requires [aaa 


also see this as a bar graph for easy comparison as well. 


SSI's all-new Wort oF ADEN "is a big, brawny, boisterous realm! 
Driven by mechamagic — the eg of steam-age technology 


imagination and limitless possibilities. ii prscare” is your 
_ Maiden or into the Wortp OF ADEN. It is the time 


mindless horrors Bibs simply ~ 
als. Aden will fall unless atruehero — 
d the way out of the darkness. 


On CD-ROM for IBM 
and Compatibles 


To Order: Visit your retailer or call 
_1-800-601-PLAY with Visa/MC (North America only). 


Screens shown: 256-color SVGA. 


i | THUNDERSCAPE 
are drat emarks ofS gic Simulations, 
Inc. ©1995 Strategic Simulations, INC; 


Hl 
i 


It All Bens n the Mile ofthe 
ht With A Frantie Plea For help 


stronomica is a top secret supercomputer which ma‘ 
answer the questions humans have been asking abou 
the universe since time began. Only its inventor is 

missing and his daughter, Sara, your friend, implore 
you to help her find her father and save the universe. 


Astronomica: 
and the Quest for the 
Edge of the Universe 

By HyperQuest, Inc. 

1718 Main Street 
Suite 333 
Sarasota, FL 
- (800) 40-HYPER 


3386SX/33+, Win 3.1, SVGA, 
4MB RAM, 8 Bit Sound Card 


Available For 


MPC and Macintosh 


Designed By 


HyperQuest, Inc. 


Distributed By 


HyperQuest, Inc. 


Street Price 


$69.95 


9-Adult 
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The Mission: 


It's always your friends who seem 
to get you into trouble. In this case 
it's Sara. She wakes you up in the 
middle of the night all wigged out 
because her eccentric astronomer 


Hpi. 
be tn "i 
CO URQRE, the 


There are many still photos 
augmenting the puzzles. 


father is missing. She believes he’s 
in big trouble and talks you into fol- 
lowing her to the SkyQuest complex 
and breaking in in order to find Dr. 
Mayer. 

Once inside the complex you dis- 


In this exhibit you must correctly match the observatory and its 


cover that the Astronomica super- 
computer has been activated and is 
out of control. You have to reset all 
the exhibits (which are tied into 
Astronomica) and avert disaster. 


The Observatory: 


To get to this area you must go 
down the stairs found in the lobby of 
SkyQuest. In order to access the 
rest of the exhibits you have to reset 
the first one you find. Like all the 
puzzles of Astronomica, it may take 
a few tries to get it right. It is a scale 
puzzle. You have to pick the right 
scale to properly exhibit astronomi- 
cal bodies. For instance, when you 
are shown a picture of Earth, the 
correct scale would be of our solar 
system. 

There are several other exhibits to 
visit, These include Planetary 


! 


earthly location with its celestial mission. 


Pinball, Dangers of Deep Space, 
Create an Eclipse and many more. 
Nearly all the major areas of astron- 
omy are represented in the puzzles. 
Once the exhibits are reset you 
have to take on the challenges of 
the Planetarium. It is in this area 
where you will save the universe or 
help it’s demise. 


93998 
SPtLE 
99 .3995993995 


Pilot this rocket, but if you’re 
wrong you run out of air. 


Astronomica: The 
Quest for the Edge 
of the Universe 


This is one of the more interesting 
games to come out recently for 
teens or older. All the puzzles are 
related to astronomy and the plot 
provides an excellent reason to 
explore our universe. There is plen- 
ty more to the title, like help from the 
video mentors and you have to 
avoid the bumbling night watchman. 
Astronomica looks and plays like 
the wildly successful Myst. 
Youngsters will need help while 
teens (and adults) will find that it 
looks, sounds and plays really cool. 
It's biggest weakness—no provision 
to manually save your game. 

-Steven Greenlee 


NOTHING, NOTHING CAN PREPARE YOU..for the ultimate arcade 


< 
3 
a ‘translation of Mortal Kombat® Il. “Finish Him” with ail the true graphics, : 
character animations, CD- ality music and awesone sound f/x of the | 
ister. Brutal special moves, Friendships, Babalities, hidden 
rt ageous finishing Moves are yours — 
=, 


' entertainment inc. 


Entertainment, inc. @ & © 1994 Acclaim Entertainment, Inc. All rights reserved. 
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Alien Tales 


How do you get kids to read? It is 
a daunting question which has chal- 
lenged educators and parents for 
nigh on three thousand years or so. 
Now, though, there is a new 
weapon in the arsenal; it’s called the 
computer and Broderbund has 


long after they've turned off the 
computer,” say Ken Goldstein, 
Publisher of Broderbund 
Entertainment and Education prod- 
ucts. There are 30 classic books 
represented in Alien Tales including 
works by authors such as: Mark 
Twain, Jules Verne, Roald Dahl, 
Judy Blume and S. E. Hinton. 


BP ee Peet SS 


| PRICE 800 


[Buy A LETTER} 


This round of Alien Tales concerned the classic novel by Gary : 


Paulsen. All the questions relate to his work “Hatchet.” 


inventively produced a title which 
encourages reading. Alien Tales is, 
as the caption reads, the galactic 
game show where kids discover the 
joy of reading great literature and it 
is a lot of fun. 

The game show is set up much 
like Hollywood Squares. The kids 
pick a celebrity, who is claiming to 
have written a famous book like 
“Charlotte's Web” or “Call of the 
Wild.” Then the celebrity asks the 
player to answer questions about 
the book. The first game is a picture 
puzzle. With every correct answer 
you have an opportunity to arrange 
two pieces of the puzzle. You win by 
assembling the puzzle correctly. 
You also win money as well. Then 
you have to play a second game 
called Beat the Krok. This is a 
crossword tile game. Specifics are 
taken from the book and used in the 
puzzle questions. 

Now if the book hasn’t been read 
before, the player does have an 
opportunity to read actual excerpts. 
This sampling of classic books is 
the lure which, it is hoped, will hook 
the player on reading the entire 
novel, leading to a lifetime of good 
reading. habits. 

“Our hope is that kids will find the 
Alien Tales passages so intriguing 
that they'll be turned on to books 


There are hours of game play and 
the games are surprisingly fun to 
play. The gorgeous graphics, great 
sound effects and the entertaining 
presentation make this another 
Broderbund winner. 

-Steven Greenlee 


Requirements 


386DX\33+, Win 3.1, 
SVGA, 4MB RAM. 
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There are a large number of signs, objects and characters to use. 


Write With Me 


New in WordPerfect’s Main Street 
series is Write With Me. This is a 
productivity title for kids. Just like 
Print Shop™ for adults, kids now 
can have their own program to 
make banners, signs, occasion 
cards and more. 

The interface was designed so 
that even very young kids (5 years 
old) can use the program. Of the 
things to do, | would suspect the 
sign maker is going to be a popular 
area. Here the child can choose 
from a number of different signs to 
print. From “Il Love You" to 
“Danger,” “No Trespassing” and 
“Keep Out.” 

If your child so chooses they can 
use the free form area and create 
their own printable sign. In this area 
there is a simple word processor 
you can use to include a large num- 
ber of different characters, animals, 
people, scenes and objects. | was 
totally taken by surprise to find out 
that what was written in the space 
for text can be read out loud by 
clicking on the “Read” radio button. 
The mechanical voice is stiff, but a 
real treat. There are also several 
more areas waiting for your child to 
use. -Steven Greenlee 


Requirements 


486+, Windows 3.1, 256 colors, 
4 MB RAM, Sound Card. 


READ SAVE PRINT TRAGH 


Also, use the alphabet by clicking on the letters. 
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Kast, Fun & Good-looking! 


As a strategy game, PANZER GENERAL will stimulate your mind. But 
your eyes and ears won’t believe how great it looks and sounds: 
stunning SuperVGA eraphics, 

authentic World War II 
combat photography 
and film footage plus 
CD-quality music and 
2 \ dynamite sound effects. 
3 You'll love the way 
it plays: PANZER 
GENERAL is one 
blazingly fast 
and fun game! 
The year 
is 1939; you 


are a German 


General ' hie 
with afresh Rigel Sele 
command ae : : 
in Poland. 
Anything can 
happen, and every 
game you play will be dif- 
ferent. Win and advance to the 
next front of your choice. Lead well 
and your increasingly battle-hardened 
nu) core group of units could be plowing across 
6 = Europe, North Africa and the Eastern 
oS ae Front. You could even end up in England 
by 1940 — or in America by 1945! 
Besides the campaign game, there are 
39) progressive scenarios which you can 
play as either the Allied or Axis side. 
Choose from 350 unit types, from 
Tiger tanks to B-17 Flying Fortresses. 


SAELUSIG VOAS 49199-95¢0 Wal 
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>  0n CD-ROM 
( \ ) and 3.5" disks 
\_ »” for IBM & Compatibles. 
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"\\ PANZI 


To order, visit your retailer or call 1-800-601-PLAY with 
VISA/MASTERCARD (North America only). 


©1995 Strategic Simulations, Inc., A MINDSCAPE® Company. All rights reserved. ss 


 GREAYE YHE ULYIMAYE 
YAR WARS EXPERIENCE WE HAD YO. 
ST QUR SIGHTS A LIVTLE HIGHER. 


DARK FORCES" 
FIRST PERSON FIREPOWER IN THE STAR WARS UNIVERSE. AVAILABLE NOW ON CD-ROM. 


Dark Forces game ©1994 Lucasfilm Ltd. and LucasArts Entertainment Company. All Rights Reserved. Used Under Authorization. Star Wars is a registered 
trademark of Lucasfilm Ltd. Dark Forces is a trademark of Lucasfilm Ltd. The LucasArts logo is a registered trademark of LucasArts Entertainment Company. 


CHECK OUT THE DARK FORCES DEMO ON THE LUCASARTS BBS AT (415) 257-3070 


Alistair and the 
Alien Invasion 


Simon & Schuster Interactive 
fresh from the cutting edge techno- 
logical success of Star Trek: The 
Interactive Technical Manual has 
now achieved some cutting edge 
success with the newest education 
title. Alistair and the Alien Invasion 
boasts a new authoring technology 
developed by Microsoft called 


WinToon. Essentially, this allows for 
faster animation playback and digi- 


Top This is one of the five 
Original songs in the game. 


tally expanded the animation to full 
screen (at 640x480). It does look 
gorgeous. 

The game is an interactive read- 
ing book designed for five- to ten- 
year-olds to help increase their 
vocabulary and memory skills. The 
reader learns from the opening 
introduction that Alistair is a boy 
genius. In full screen glory we see 


“ae » Ca.) 
*4 


Alistair invites the aliens home 
to meet his mom and dad. 


him ironing the tie he'll wear to 
school. Next, he’s at school where 
we learn he has built a rocket ship 
and invented an invisibility machine; 
both will serve him later. 

The new class assignment is to 
find and bring back to the class the 
strangest example of plant life that 
can be found. Well, since Alistair 
has a rocket ship, he hops aboard 


Even before Alistair could begin his school assignment he was 


diverted by aliens coming to earth and zapping all the people. 


and begins to search the cosmos. 
However, once he is just about 
earth, Alistair sees an alien space- 
ship descend on the planet. He fol- 
lows. Once on earth, the aliens zap 
everybody and they begin floating. 
In the meantime, the aliens are 
examining the plant life themselves. 
Alistair is the only one who can save 
the planet. 


He activates his invisibility 
machine and begins to spy on the 
aliens, but to his surprise, Alistair 
finds the aliens to be nice guys. He 
takes them home, shows them the 
family photo album and lets them 
explore his bedroom. He finally 
does talk them into restoring gravity 
and when it’s all said and done, the 
world was restored to right. 


Ic'll Test 
Every 


Nerve 
You've 
Got... 


As a going away present, the 
aliens give Alistair a strange plant 
which he uses for his class assign- 
ment. There is a twist at the end 
making this an even more delightful 
package. Also, there is a separate 
game to play in which you have to 
find exotic plants. 

Alistair and the Alien Invasion has 
five original songs, more than 250 
animations in 14 different scenes 
and plenty of fun. This is the first in 
the Simon & Schuster “Read, 
Explore, and So Much More 
Stories” series. | -Steven Greenlee 


Requirements 


486/33+, Windows 3.1, SVGA, 
4MB RAM, Sound Card 


APACHE 


The Combat Helicopter Simulation 


1984... 

“Wild Bill” Stealey and 
MicroProse® introduce 
Gunship® — the first 
attack helicopter 
simulation. 


1989... 

Gunship 2000° 
arrives, 
incorporating the 
hottest technologies 
and graphics. 


Now... 

Technology march- 
es on. A new gen- 
eration must lead 
the way. Who bet- 
ter to once again 
push the gaming 
envelope than the 


j ; ho's b 
« Combat helicopter simulation for ee ee 
doing it all along? 


the serious sim fan and the first “Wild Bill” and 
time helicopter gunner in arcade Interactive Magic. 
free-for-all level 


| \ 
| \ 
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# Hot new 3-D visual technology 


« Outstanding high resolution low PC CD-ROM 


level terrain graphics with highly 
variable explosion graphics 


# Great fun 


“[Apache] 1s going to push all directions in serious combat air simulation to the limit, to pro- 
duce a system even the most jaded veteran gamers are likely to drool over.” 


Strategy Plus INTERACTIV 

INTERACTIVE MAGI 
Digital Integration = : P.O. Box 1349 
For more information call 1-919-461-0722 Research Triangle Park, NC 2770 


* MicroProse, Gunship and Gunship 2000 are registered trademarks of MicroProse Inc. and are not affiliated with Interactive Magic. 
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Sy Sten 


You are at the controls of the 
flying Magic School Bus. 


. ‘sf 


The Magic School 
Explores the Solar 
System 


The Magic School Bus series is a 
collection of inventive, top-quality 
titles for children from Microsoft 
Home based upon the Scholastic, 
Inc. books of the same name. This 
time the kids take to their flying 
school bus and have a wonderful 
time exploring our solar system. 

The adventure begins with the bus 
picking up the game kids. Each 
Magic School Bus kid is introduced 
and are soon whisked away to the 
school. Once inside, you meet the 
teacher: Ms. Frizzle. After her mem- 
orable entrance, your child is invited 
to explore the classroom where 
there are many hot spot animations. 
It won’t be long before the school 
bus is clicked on and then magical 
things happen. 

The bus transforms itself into a 
rocket bus, and with all the kids on 
board it takes off for the stars. Once 
in space, the kids learn that Ms. 
Frizzle has some how gotten lost. 
The player's task, then, is to find 
her. There are clues scattered 
throughout the solar system which 
will eventually lead to Ms. Frizzle’s 
location. 

The search for “the Friz’ means 
that each planet of the Milky Way 
must be explored. The planets spe- 
cific information is presented by one 
of the Magic Bus kids and it looks as 
though the information was _pre- 
pared by a kid. It is easy to read and 
simple to understand. Once the bus 


When visiting a planet, don a 
spacesuit and take a walk. 


lands on a planet, an away team 
can explore the planet for clues and 
additional facts about the planet. If 
your child should need help all they 
have to do is click on the ever pre- 
sent lizard Liz. 

As your child gets deeper into the 
program they'll find there are 11 
reports to view, 9 different games to 
play, 9 science experiments to per- 
form and of course, piecing together 
the clues to find Ms. Frizzle. The 
Magic School Bus is high flying fun 
with great graphics and animations. 

-Steven Greenlee 


Requirements 


486SX+, Windows 3.1, SVGA, 
4MB RAM, 8 Bit Sound Card 


At the end of each chapter, a correctly answered question leads 


to another piece of the puzzle. 


Lassie 


Sound Source Interactive again is 
bringing classic movies to the multi- 
media platform. This time it’s the 
MovieBook™ based upon the 
recent film “Lassie” starring Helen 
Slater and Thomas Guiry and 
directed by Daniel Petrie. 


It’s Ruthless, 
Ingenious & 
Downright 
Dangerous. | 


Like the other MovieBook™ 
entries, Lassie too is a very nice 
addition to a young person’s com- 
puter entertainment library. 

The MovieBook™ contains many 
still pictures from the movie as well 
as several video clips. It is apparent 
as the technology progresses so 
does Sound Source’s products. The 
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‘he next few days were hard for 2 


Matt and his family. Everyone 
ttisted Lussie. 
Matt even carver 


hi? dos’3 name in 


the tree below his mother's initials. | 


Lassie was a hero, thought Matt, | 


wud he Lell eraply willoul her. 


ke 


The MovieBooks ™are an elegant wa 


y to present a film in the 


multimedia format. Lassie looks good and sounds good. 


video clips are crisp and clear even 
with the small window size. The text 
is professionally read and each 
word is highlighted so that young 
children can enjoy the story while 
learning to read or bettering current 
reading skills. For older children, 
they can read the story at their own 
pace. 

Each page contains one or two 
Stills from the movie which corre- 
sponds to the written text and many 
pages have a video clip. There are 
numerous hot spots for kids to click 
on as well. 

| like this series of titles from 
Sound Source. It adds a whole new 
dimension to reading, which is a 
good thing. -Steven Greenlee 


386DX/33+, Windows 3.1, 256 
Colors VGA, 4MB RAM, . 


Available For MPC 


Designed By Sound Source 
Distributed By Sound Source 
$24.95 


| Age 
Children’s’ Atlas: 
World Wildlife 


There is very little | like more than 
browsing through a wildlife refer- 
ence work. Like a lot of people, | 
enjoy watching, reading and learn- 
ing about the diversity of wildlife on 
our planet. So it was with great 
enthusiasm | loaded up GameTek’s 
Rand McNally’s Children’s Atlas of 


World Wildlife. While it contains a lot 
of good information | was disap- 
pointed. 

The reasons for my disappoint- 
ment was that it appears this title 
was pulled together too fast. The 
information was solid and there is a 
ton of still pictures, sounds and 
video, but there were some prob- 
lems with the video. 

When | first began browsing the 
program | immediately found that 
the interface seemed awkward. You 
can pull up a world map. Animals 
found in a particular area are a 
hotspot seen once you have moved 
your cursor over the area. Then you 
click and it takes you to another 
map and more hotspots. When you 
finally pick a country, you have to 
click on the menu bar to bring up the 
hot spot icons to click on in order to 
see the animals. This. process 
seemed laborious. Once | had 
accepted the interface | clicked on 
the habitat map which brought up 


res atte job! Oniy 3 pieture pussies to 99. — 


There are five games in World Wildlife including 


an entry for the Green Bush Snake. 
The video was so dark you could 
not see the snake. This was also the 
case for the Sidewinder Snake and 
the Python videos. Another video 
too dark to see was the American 
Glass lizard entry. 

Next | found that the video entries 
for the sharks and whales were so 
highly pixelized that the video 
looked as though the colors were 
inverted making it like a photo- 
graphic negative. In addition, the 
pictures of the icons in the manual 
are also almost too dark to read. 


The entire Rand McNally 
atlas text is fully narrated. 


Admittedly, these faux pas were 
only a handful out of the two hun- 
dred animals found in the atlas, it 
still dampened my experience. On 
the plus side there are five enter- 
taining games to play and an easy 
to use index. -Steven Greenlee 


486SX/33+, Windows 3.1, SVGA. 
4MB RAM, Sound Card 


Available For MPC 


GameTek 
GameTek 
$39.99 
Age 


Name That 


Animal. Also there are jigsaw puzzles and find animals in Safari. 


Save A Shattered Worl 
Or Die Trying. 


7 


4 


— 


a 
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e-playing... so engaging, you'll be up all night. 


’t no drill... it’s in your store right now. 


To order, visit your local retailer, or call 1-800-447-1230 


ss BI F-TECH 


P.O. Box 245, Ogdensburg, NY 13669 Tel: (315) 393-6633 Fax: (315) 393-1525 E-Mail: 76711.33@COMPUSERVE.COM 


is a registered trademark of Sir-tech Software, Inc. 


Jagged Alliance 


Witchaven 
By Capstone 


501 Brickell Key Drive 
Sixth Floor 
Miami, FL 33131 
For Orders: 1-800-468-7266 
Fax: (305) 577-9488 


Requirements 


Sound Support 


~ Theme 
Sabet =, Piayere 
Available For 
DEfbuted By 
Street Price 
COMPUTER 


GAME 
REVIEW 
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Protect the Land of Your Bir 


The people on the island of 
Stazhia never really thought the leg- 
ends were true. After all, witches 
are creatures of fairy tale. Their wor- 
ries were much more practical, in 
particular, they feared that the vol- 
cano Char, on a nearby island of the 
same name would someday erupt 
and destroy their world. 

Alas, their worst fears have come 
to light. The volcano has started 
rumbling and smoking, and Stazhia 
has been evacuated. 


The priest caste of Stazhia, wor- 
ried for their homeland, have sent 
along a group to see what, if any- 
thing, could be done on Char. The 
reports of the few who survived 
have galvanized the community 
with fear. Char is now a desolate 
isle of pure evil, rife with the cor- 
rupting influence of a powerful 
group of witches. Their leader has 
cursed Char and the island, turning 
it into a charnelhouse. 

The evil is concentrated in the 
southern part of the island, in a 
decaying castle. In this castle and 


MAID by Clearing the Witehave 


itches had always been in the world, or so the 
legends said. They varied in strength and evil 
intent, but the stories claimed those of Nether- 
Reaches were of the greatest evil. Unfortunately 
for the people of Stazhia, the legends are all true. 


the lair beneath, renamed 
Witchaven by its residents, lurk the 
witches of the Nether-Reaches. 
They are reported to practice many 
types of death magic, consort with 
demons and have fearsome mon- 
Sters as pets. 

You have been selected to enter 
Witchaven and destroy the evil. You 
are armed with the most powerful 
weapons and magic your people 
can provide. 


Witchaven will combine elements 
of first-person action games and 
role-playing games as the player 
negotiates through the tortuous 
mazes below the castle. The player 
will increase in power as the adven- 
ture progresses and as the danger 
increases. Full 3D motion will be 
incorporated, with the player able to 
travel in three different planes of 
movement. Witchaven is the cre- 
ative work of RPG author Mike Pitt. 


truly great pinball game is more than great graphics and spectacular sounds, more than the latest 
arcade features like 3D ramps and three multi-ball play, more than fast ball movement and precise flip- 
per control, and it's more than being able to see the whole playfield at once so you can aim your shots. 
A great pinball game has that unique quality of playability and never- 
ending challenge that keeps you coming back for...just one more 
game and a shot at your new high score! 


Washington Post- “Crystal Caliburn perfectly 
captures the essence of a great pinball machine.” 


New York Times -"The realism is striking... 
[Crystal Caliburn] will be at the top of Silicon Santa's 
gift list this year.” 


Inside Mac Games - “ARCADE GAME OF THE YEAR” 


— SYSTEM REQUIREMENTS: 
Computer Game Review- “Crystal Caliburn sets a new ; 


standard. For realistic pinball on a computer, there's a : or * 
nothing like this game." monitor, 256 colors, an 


4MB RAM. 

Electronic Entertainment- “Crystal Caliburn is simply | pene Sect 
the best, most realistic, most challenging pinball simula- rei ‘sk 
" an INGOWS 3.1, color 
tion for the Macintosh yet.” (Rating: 9 out of 10) sch deme aah 

RAM. 


4 I / / : 
GAMES Magazine-'You'll forget you're playing on a Supports SoutMatalla ond 
two-dimensional computer screen,..the realism is other Windows compatible 


astonishing, : sound cards. 


MacUser-"Electronic pinball’s Holy Grail.” 
(Rating: 4 1/2 out of 5) 


- 7™M 
ULrystal Calibur 

From the creative genius of LittleWing, developer of TRISTAN” and Eight Ball Deluxe” for Macintosh, ao 2 

Available from your favorite retailer or mail-order catalog. Interactive DEMO on AOL and CompuServe’. _ ge . ee 


NOW AVAILABLE FOR WINDOWS"! 


StarPlay Productions, Inc. * PO Box 217 ® Greeley, Colorado 80632-0217 * Tel 303.447.9562 © Fax 303.447.2739 


™ Crystal Calibur and Tristan are trademarks of LittleWing CO. LTD. Windows is a trademark of Microsoft Corporation. Other trademarks are property of their respective owners, 
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THE MELTDOWN BEGINS 
JUNE 1, 1995 


COORDINATES: 
HTTP/WWW.NUKE.COM 


UK 
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You've left a comfortable home and a loving wife 
for 40 tough, smelly sailors who eat careless 
captains for breakfast. In a creaky wooden ship 
you plan to sail the uncharted, hostile waters of a 


world many are certain is flat. 


_ ff XPLORATION 


But hey, there's a little downside to everything. 


li : - | 
covery Of Siete; 
gis 
(24 


Out there - somewhere - await ame and fortune 
4\* and adventure. Can you establish and nurture a 

colonial empire against constant competition from 
~~» history's greatest explorers? 


a : ‘Exploration. Embark on a journey you'll never 


g | : forget! 


-Play as any of five 
famous explorers, = 
including Columbus and x 
Vasco de Gama, or 
create your own 


c 


gy A 


-Form expeditions, 
explore and colonize 
a new land, build an 
empire 


-Gain fame and fortune 
through commerce and 


conquest 


-Compete against up to 
four players 


fab bs 


p INTERACTIVE oy 


Adventure Fameand Fortune Fun and Strate 


(ey 


INTERACTIVE 


for more information call: 919 461-0722 


INTERACTIVE MAGIC 
P.O.Box 13491 
Research Triangle Park, NC 27709 


COMPUTER 
GAME 
REVIEW 


Sports Illustrated 
Presents 
MicroLeague 
Baseball ‘95 


At the time of this writing, baseball 
is still going through the worst work 
stoppage in its long and storied his- 
tory. Everybody has an opinion on 
the best way to end the strike and 
another one on who the real culprit 
is. We figure, let everyone argue, 
and simply create your own season 
on your own computer! 


One of the most famous base- 
ball attractions is Fenway’s 
Green Monster in left field. 


MicroLeague has enlisted the sup- 
port of leading sports magazine 
Sports Illustrated in creating the lat- 
est version of MicroLeague Base- 
ball. This new version will feature 
rotoscoping and 3D modeling tech- 
nology to give the game a modern 
look. The contribution of Sports 
lllustrated is in the color commen- 
tary provided for the players and 
teams. The game will be presented 
like a televised game, and will give 
the player control over how they 
want to watch the action unfold. 

As with past MicroLeague 
Baseball incarnations, this game 
will be statistic intensive. The prod- 
uct will be the first collaboration 
between MicroLeague and the 
APBA Game Company, a statistical 
game developer, recently pur- 
chased by MicroLeague parent 
company Sports Associates, Inc. 
Blending the statistical engines of 
both companies could well create 
the most realistic statistical baseball 
game to date on any computer sys- 
tem. 


Requirements 


486DX/33 or better, Windows 3.1, 
4 MB RAM, CD-ROM, SVGA 


Players can assume the role of 
manager, general manager and/or 
team owner to make the decisions 
to lead their chosen team to the top. 
Single games to full seasons can be 
played, with the additional feature of 
allowing players to simulate fantasy 
leagues and even local little league 
games. 


The Bizarre 


Adventures of 
Woodruff and 
The Schnibble 


Remember the Goblins series of 
adventure games that were distrib- 
uted by Sierra and designed by 
some strange French company 
called Coktel Vision? If you played 
the last one, Goblins 3, you would 
remember it. 


Don’t feel bad, Woodruff is 
just as confused as you will 
probably be. 


the kidnapped Professor Azimuth. 
The Professor is renowned through- 
out the land for creating the 
“Schnibble,” a mysterious word with 
hidden meaning that desperately 
needs unraveling. 

Woodruff will meet no shortage of 
different and colorful characters 
along the way. The challenge will be 
great for you if you have never visit- 
ed a Boozook-filled world. You'll 
have to learn their way of thinking to 
get around. 


Talk to plenty of strange and colorful characters. 


In addition to the strangeness of 
the characters’ appearance were 
their voices and the sound effects in 
the game. Not only were they for- 
eign in a national sense, but also in 
a human sense. These creatures 
made noises never before heard by 
a human ear. 

The Coktel Vision bunch are back 
with another adventure but without 
the Goblins. This time the Boozooks 
get center stage. 

It's long after the last atomic wars. 
The last of the human race surfaces 
after centuries underground to find 
that the Earth has been taken over 
by a race of quiet and peace-loving 
creatures called Boozooks. How 
awful! Peace-loving? Quiet? What 
horror! 

You control the hero named 
Woodruff in a crazy search to find 


Requirements 


486/25+, Windows 3.1, VGA, 
4MB RAM, 2xCD-ROM 


Marco Polo 

Throughout history, Mankind has 
liked to travel. The same spirit that 
urged the American pioneer to look 
for new places to see and new ter- 
rain to conquer has been a part of 
us from the beginning. Explorers 
have always been around. Some 
explored motivated by sheer adven- 
ture. More often, the source had to 
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Lost Eden. 
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TOP 40 GAMES 


Descent 36 
Dark Forces 44 
Magic Carpet 42 
System Shock 44 
Tie Fighter 39 
Rise of the Triad: Dark War 32 
Wing Commander 3 ley. 
Renegade: Battle for Jacob's Star 42 
ADVENTURE 
7th Guest 2: The 11th Hour 50 
Legend of Kyrandia 3 3S 
Ecstatica 34 
Relentless: Twinsen's Adventure 42 
Alone in the Dark 3 42 
Undera Killing Moon 49 
King's Quest 7 42 
ROLE-PLAYING 
Star Trek: TNG - A Final Unity 47 
Dungeon Master 2 35 
BioForge 42 
Menzoberranzan 47 
Star Trail 45 
SIMULATION 
Flight Unlimited 46 
NASCAR Racing 46 
Aces of the Deep 44 
U.S. Navy Fighters 45 
Wings of Glory 39 
SPORTS 
Front Page Sports: Football Pro'g5 45 
NHL Hockey '95 39 
Blood Bowl 33 
Hardball 4 33 
ESPN Baseball Tonight 39 
STRATEGY 
X-COM: Terror from the Deep! 38 
1830: Railroads & Robber Barons 34 
Transport Tycoon 42 
Warcraft: Orcs & Humans 38 
Lords of the Realm 37 
Master of Magic 38 
Panzer General 39 
Stalingrad 38 
Perfect General 2 37 
Flight Commander 2 38 
Front Lines 39 
NEW TITLES / PRE-ORDERS 
1944: Across the Rhine 48 
Absolute Zero 48 
Brain Dead 13 39 
Breach 3 35 
Command & Conquer! 46 
CivNet (Multiplayer Civilization) 46 
Elder Scrolls: Daggerfall 48 
Full Throttle 44 
Jagged Alliance 46 
Jet Fighter 3 39 
Jewels of the Oracle 45 
Johnny Mnemonic 36 
Ravenloft 2: Stone Prophet 47 
Stonekeep 46 
Terra Nova 46 


Free Shipping on Pre-Orders!* 


In the U.S. or Canada, call toll free: 


S00-64-GEMIINI 


800-644-3646 or 800-746-2392 


Call for additional tiles and new releases! 
7am-IlI1pm Pacific Time, Mon-Sun. 
24 Hour FAX line: 818-284-2402 


We accept Visa, Mastercard, 
checks and money orders. COD $5. 
UPS Ground Shipping is just $3.50 on any size order 

in the continental U.S. or $5 tor Express Shipping. 
Air Mail to Canada, Alaska, Hawaii, Puerto Rico, 
APO/FPO, PO BOX is $4 per shipment. 
No handling and other hidden charges. 
Make checks payable to: 
Gemini Games 
P.O. Box 7130, Alhambra, CA 91802 
* Free Shippng offer valid for titles that have not 
been released. Good only in the continental U.S. 
Lowered shipping rates for Canada and other areas. 
Prices good through 5/31/95 


CA residents subject to 5% tax. 


do with their income. Almost every- 
one’s travels, from Columbus to 
Pizarro had money at the core. 

In that light comes Marco Polo. 
Armed with little more than savvy 
and goods he thought would sell in 
the orient, Polo was instrumental in 
opening the Silk Route from Europe 
to the East. Now, thanks to l*Motion, 
you can recreate his travels. 
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Hire troops to help protect 
your precious cargo en route. 


Marco Polo is based on the actu- 
al travels of the explorer and trader. 
Follow in the footsteps of Polo as 
you seek to invite trade with the 
mystery shrouded East. The spoils 
of success are great: gold, jewels, 
fame and glory await the intelligent 
trader. But all is not easy. There is 
much treachery to be found as well. 

Created specifically for CD-ROM, 
Marco Polo will include six hours of 
recorded voice and over 2000 digi- 
tized images. Film sequences fea- 
ture appearances by Burt Lancaster 
and Leonard Nimoy. 


seas! 


A look at your vastly 


growing empire. 


CEO of A-IV 
Network$ 


The shocking news is true! Multi- 
millionaire Dwight Owen Barnes 
has met an untimely end! The world 
waits in anticipation as it is revealed 
who will be his heir and who will be 
the one to take over control of the A- 
lV Group, a massive conglomerate 
worth over $4 trillion. 

The person that runs A-lV must 
be many things. He or she must be 
willing to do everything to run the 
company and be everything for the 
company. Vision, ruthlessness and 
good business sense are required. 
That one person Is you. 

As the new CEO of the A-IV 
Group, you will become embroiled 
in a chaotic world of business and 
high finance. The stakes of every 
transaction are high. The price of 
success is untold wealth and power, 
while the cost of failure is the even- 
tual dismantling of the empire care- 
fully built by Barnes. 

Where the Group goes and what it 
invests in is now your bailiwick. 
Have a hankering to become big in 
real estate? Purchase land and 
develop properties to increase your 
net worth. Want to tackle the task of 
a corporate raider? Find companies 
that are undervalued and attempt a 
leveraged buyout. Your possibilities 
are endless. Play the market and 
make a fortune trading stocks. 

Even if you have trouble balancing 
your own checkbook, CEO of A-IV 
Network$ will have a difficulty level 
you can play. All of the financial 
data is shown in a way easy to 
understand, even for the complete 
novice. 

For the true entrepreneur, you can 


Sid Meier’s 


COLONIZATION’ Gold 
Multimedia 


Experience the thrill of Sid Meier’s Colonization™ 
in multimedia! You’re the Viceroy, leading a group 
of colonists into a New World of promise and peril. 

Watch settlers come alive as they speak to you via 

striking footage from famous historical sites. 

There’s even more of the art and music that you 

loved in the original. With Colonization™ Gold 

Multimedia, you can bring a powerful new nation 

to life. But choose the wrong plan of action 
and you’re history. 


The Landing of the Pil ec. 22nd, 1620, Currier & lv 
\useumn of the City of New York 
©1995 MicroProse. All right 


1-800-879-PLAY. For IBM"-PC & Compatibles on CD-ROM. 


COMPUTER 
GAME 
REVIEW 


compare your score to other 
Network$ players by hooking into 
an on-line BBS. Accept the chal- 
lenge of running one of the world’s 
largest conglomerates, if you think 
you have what it takes to really suc- 
ceed in business. 


Requirements 


386/33 or better, 4 MB RAM, 
SVGA, 2xCD-ROM drive 


Jet Fighter III 

There are a couple of computer 
game types that you won't find any 
shortage of on the software store 
shelves. One of those are flight sim- 
ulators. But Mission Studios 
believes, like the TV commercial, 
that they didn’t make the flight sim- 
ulator you fly, they'll make the flight 
simulator you buy better. 

Taking advantage of the power 
found in most personal computers 
these days, Mission Studios is 
attempting to bring the techniques 
of industrial and military flight sims 
to the desktop. 

They claim that their texture map- 
ping has been done right with no 
warping or fringing of images, poly- 
gon shading that smooths the 


Mission Studios expects the 
use of new technologies to set 
them apart from the rest. 


edges of objects to make them 
more true-to-life, haze and fog 
makes objects appear in the dis- 
tance, not just to hide them. Clouds, 
missile trails, smoke, fire and shad- 
Ows are rendered with varying lev- 
els of transparency. Inside the plane 
will be a full-3D virtual cockpit where 
players can look in any direction 
and zoom in and out while the cock- 
pit is still functioning. 

On the game side, over ten differ- 


ent rooms and fifty animations are 
planned for players to explore. 
When it is completed, the interface 
will include crew quarters, a library, 
a briefing room, a hangar, a flight 
deck and hallways. Instead of hav- 
ing designed an interface with 
numerous pull-down menus, 


Mission Studios created a 3D inter- 
face in the works where you click on 
areas of the room to visit. 

For fans of flight sims, let's hope 
Mission Studio’s beliefs are right. 


High terrain detail often slows 
a game down; can Mission 
overcome the problem? 


Requirements 


486/33+, VGA, 4MB RAM, 
CD-ROM Drive 
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Control Indiana Jones in these short story-like adventures. 


Indiana Jones 
and his Desktop 


Adventures 

Right now, is there an adventure 
game taking up space on your hard 
drive that you just can’t quite get 
around to finishing? If the answer to 
that question is yes than LucasArts 
might have the solution. 

In this new Windows product, you 
can play a complete adventure in 


anywhere from thirty minutes to an 
hour. LucasArts has created a pro- 
prietary World Generator engine 
that can build a new scenario and 
check to make sure no single puzzle 
is being reused from the last game, 
and it disallows the previous ten 
final quests. 

The scenarios are like a collection 
of short stories set in Mexico during 
the 1930's. Sadly, scientists no bet- 
ter than thieves are ransacking his- 
torical sites to sell to the highest bid- 
der. Unable to tolerate his corrupt 
colleagues, Indy soon finds himself 
in a dangerous contest with 
unscrupulous rivals led by the 
shady Dutch collector, Dr. Victor 
Van Loon. 

There are fifteen different quests 
that range from rescuing a wise 
shaman to recovering mystical 
Indian treasures to locating a 
sacred temple. During each quest, 
you explore the various terrains, 
interact with the other characters, 
collect artifacts, tools, weapons and 
goods to trade, and combat Nazis, 
treasure hunters, unfriendly Indians 
and several species of animals. 

Adventures don’t have to be long 
to still be entertaining. 
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Requirements 


386/16+, Windows 3.1, 
VGA, 4MB RAM 
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M Absolute Zero 


| Aces over Europe 
AD&D Ravenloft 


mepeneen Air Combat Navy Fighter 
Meares Air Havoc Control WIN 
Ss All American College Football ‘94 
; Alone in the Dark 3 
exe, Armored Fist 


Ayee Battle Chess 
Weesee, Battle Cruiser 3000 
Mews Battle Isle 2200 
ayee Battlecrusier 3000 


» Castle 2 


Meee Colonization Gold 
Meee COMpanions of Xanth 
Resay Corridor 7 


ame =Cyberia 
me Cyclemania 
wiewe CYCIONeS 
esos Daedalus Encounter 
Meus, Dark Forces 
Wes Dark Sun 


+ Devil’s Gate 
a, Dominus 
8 Doom 2: Hell on Earth 


Elite Plus 
= European Racers 
ma Even More IncredibleMachines 
% | 14 Fleet Defender 
~ F14 Fleet Defender Gold 


; . Fast Attack 
§ FIFA International Soccer 


: wees Fleet Defender Plus 
sae) Flight Commander 2 
' Front Lines 


wesw Front Page Sports Baseball 


“Tey 


IBM 


91.00 
34.00 / 34.00 
43.00 

40.00 

47.00 

38.00 

38.00 

47.00 
47.00/52.00 
46.00 
47.00 

39.00 
39.00 

48.00 

47.00 

42.00 

35.00 
43.00/48.00 
34.00 

43.00 


Aces of the Deep 
Aces of the Pacific 


AD&D Menzoberranzan 


Aegis Guardian of the Fleet 


Barkeley Sut Up & Jam 


Beneath Steel Sky 


S¥seeee Beyond Squad Leader 
Peres Bioforge 
Paee Black Beard 


Blackthorne 
Blood Bowl 


as Blue & the Gray 
wees Breach 3 

ss Brett Hull Hockey 
wy Bureau 13 


Buzz Aldrin Space Race 


bes Carriers at War 2 a 
meee Carriers at War 2 Scenario Builder 


Castle Wolfenstein 34.00/42.00 
48.00 
24.00 
46.00 
48.00 
48.00 

32.00/33.00 

26.00/29.00 
48.00 
48.00 
45.00 
34.00 
44.00 
46.00 
46.00 
49.00 
40.00/40.00 
34.00/34.00 
38.00 
34.00/40.00 
38.00 

44 .00/44.00 
46.00 
59.00 

34.00/34.00 
46.00 
39.00 
29.00 
28.00 
46.00 
46.00 
54.00 
48.00 


36.00 
39.00/39.00 
48.00 
38.00 
39.00 
34.00/34.00 
39.00/39.00 


47.00 
47.00 


Central Intelligence 
Civilization WIN 
Colonization 


Creature Shock 
Critical Path WIN 


Dawn Patrol 
Death Gate 
Descent 


Dragon Lore 
Dreadnoughts Deluxe 
Dream Web 

Dungeon Master 2 


FA 18 Hornet 

Fifth Fleet 

Flying Circus 

Fortress of Dr, Radiaki 
Front Page Football Pro ‘95 


RAGA 


hs 
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mes, Sim 
Frontier Elite 2 

Full Throttle 

Gazillionaire WIN 

Great Naval Battles 2 

Great Naval Battles |I| 

Hand of Fate 

Hardball 4 

Harpoon 2 

Harpoon 2 Battle Set 1 
Harrier Assault SVGA 
Havester 

Hell 

Hertic 

Hero's Might & Magic 

High Seas Trader 

Indiana Jones Fate of Atlantis 
Indy Car Racing 

Indy Car Racing Scenario 1 
Indy Car Racing Scenario 2 
Inferno 

Inherit the Earth 

lron Cross 

lron Helix WIN 

Jagged Alliance 

King Maker 

King Quest 6 VGA 

King’s Quest 7 WIN 
Kingdoms Far Reaches 
Lands of Lore 2 

Legacy: Realm of Terror 
Legend of Kyrandia 3 

Leisure Suit Larry 6 
Lemmings 3 

Links Pro 386 

Live Action Football 

Lords of Midnight 

Lords of the Realm 

Lost Admiral 2 

Lunicus 

Machiovelli the Prince 

Magic Carpet 

Master of Magic 

Master of Orion 

Mech Force Iron Assault 
Mechwarrior 2 

Merchant Prince 

Metal Marines 

Metal Tech Battledrom 
Metaltech 2 Earth Siege 
Metaltech Speech Pack 
Microsoft Golf 

Microsoft Space Simulator 1.0 44.00 
Mission Critcal 34.00 
Monty Python’s Complete Waste of Time 54.00 
Mortal Kombat 2 44.00 
Myst 46.00 
Nascar Racing 39.00/47.00 
NBA Jam 
NCAA Road to the Final 4 
NHL Hockey ‘95 
Noctropolis 

Operation Crusader 
Pagemaster 

Panzer General 

Patrician 

Perfect General 2 

PGA Tour Golf 486 
Pirates Gold 

Pirates Gold WIN 

Pizza Tycoon 

Populous 2 

ProLeague Baseball ‘94 
ProLeague Football ‘94 
Quarantine 

Quest for Glory 4 


42.00 
25.00/39.00 
4. 


46.00/46.00 
39.00 
39.00 
42.00 
30.00 
22.00 
22.00 
44 .00/44.00 
30.00/32.00 
39.00 


96.00 
46.00/46.00 


39.00/39.00 
39.00 
42.00 
40.00 


43.00 
38.00/38.00 
40.00 
39.00 
46.00 
37.00 
27.00 
39.00 
47.00 
20.00 
48.00 


44.00 
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Railroad Tycoon 2 Deluxe 
Rebel Assault 

Relentless 

Renegade 

Return to Ringworld 
Return to Zork 

Rise of the Robots 

Rise of the Traid: Dark War 


Road From Sumter to Appomattox 


Road to the Final Four 2 

Robinson’s Requiem 

Sabre Team 

Sailing Simulator 3 

Sea Wolf 

sim City 2000 

Sim City Expansion 1 

Sim City 

Space Ship Brainlink 

Stalingrad 

Star Crusader 

Star Crusader Mission Disk & 
Speech Pack 

Star Trek 25 Anniversary 

Star Trek Deep Space 9 

Star Trek Judgement Rights 

Star Trek Next Generation 

Star Trek Star Fleet Academy 

Star Trek TNG Technical Manual 

Stonekeep 

Sub Battle Simulator || 

Sub War 2050 Plus 

Sub War Scenario Disk 

Subwar 2050 

Superhero League of Hoboken 

Syndicate Plus 

System Shock 

Terror of the Deep 

The Pure Wargame 

Thrid Reich 

Ticonderoga 

Tie Fighter 

Tie Fighter Mission Diak 1 

Tie Fighter Mission Disk 2 

Tony LaRussa Baseball 2 1994 

Tornado Operation Desert Storm 

Transport Tycoon 

Troy Aikman Football 

Ultima 8 CD w/ Speech Pack 

Ultims 8 Pagan 

Ultims 8 Speech Pack 

Ultimate Domain 

Unnecessary Roughness '95 

US Navy Fighters 

War in Russia 


24.00 
44.00 
44.00 
48.00 
44.00 
44.00 
46.00 


38.00/42 .00 
00 


16.00 
47.00 
49.00 


39.00/39.00 
34.00/39.00 


19.00 


41.00 
42.00 
99.00 
48.00 
41.00 
46.00 
35.00 & 
40.00 | 
20.00 @ 
38.00 


34.00/34.00 
40.00 
47.00/47.00 


.00 
37.00/46.00 
39. 


9.00 
48.00 
49.00 
33.00 | 
26.00 & 
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Wargame Construction Set 2 Tanks 
Where in Space is Carmen San Diego DXL 39.00 
Where in the USA is Carmen San Diego 


Where in the World is Carman 
san Diego DXL 

Wing Commander 3 

Wing Commander Armada 

Wings of Glory Enhanced 

World Circuit 

World Circuit Grand Prix 

World Cup of Golf Dorado 

World of Xeen 

X-Com Terror From the Deep 

X-Com UFO Defenders 

X-Wing 

X-Wing Collector’s Edition 

X-Wing Mission Disk 1 

X-Wing Mission Disk 2 

Zephyr 
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39.00 
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44.00 


94.00 
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REVIEW 


Full Throttle 


The latest graphic adventure from 
LucasArts is being dubbed an 
“action-packed CD-ROM adven- 
ture,” and therefore the most dra- 
matically animated adventure to 
date for the company. The game will 
combine technological advance- 
ments on the adventure side with 
technology similar to that found in 
Rebel Assault to provide the action. 


Full Throttle will combine 
action and graphic adventure. 


The player controls Ben, a hard- 
core biker and leader of a motorcy- 
cle gang called the Polecats. At the 
start of the game you find out that 
Ben has been framed for the murder 
of Malcolm Corley, the founder of 
Corley Motors, the last manufactur- 


. f iil 


Ben has a tough time trying to convince people of his innocence. 


er of the bikes that sustain Ben's 
way of life. Separated from his gang 
and on the run from the law, Ben 
must hunt down the true killer to 
clear his name and convince 
Corley’s rebellious daughter, 
Maureen, to help him save a threat- 
ened institution from Ben’s neme- 
sis, Adrian Ripburger. Ripburger is 
intent on turning Corley Motors into 
a mini-van manufacturer and 
destroying Ben in the process. 

The action sequences take place 
when Ben encounters a rival motor- 
cycle gang member. If he chal- 


lenges him, the view switches to the 
front to show the two bikers dueling 
side by side throwing punches, 
swinging 2x4’s and hacking at each 
other's engines with chainsaws as 
they speed down the highway. 

The futuristic setting is depicted in 
a shadowy, ominous light, as are 
the individual locations such as 
Melonweed, the Corley factory, the 
junk yard, the Smash-A-Torium and 
the various gang hideouts. 

The adventure mixes third- and 
first-person perspectives, uses a 
variety of camera angles to create 
dramatic effects, and should seem- 
lessly blend 3D and 2D animation to 
impose a sense of realism. 


386+, VGA, 4MB RAM, 
CD-ROM Drive 


Chaos Engine 


Since the overwhelming surge of 
first-person perspective shooters on 
the computer game market, third- 
person shooters have been kind of 
lost. In the style of older two-player 
arcade games, a popular U.K. hit is 
making its way over the Atlantic 
Ocean to hit U.S. computers for the 
first time. 

A Victorian-era science experi- 
ment has gone awry and the crazed 
“Chaos Engine” is set to take over 
the world. It was accidentally creat- 
ed by experimenter Baron 


Fortesque while he was researching 
time, space and early computers. 
This primitive, although incredibly 
powerful machine was dubbed the 
Chaos Engine when it went crazy 
and began turning humans into 
razor-toothed, armor-plated killers. 
As a one- or two-player game, 
you are called to action to battle 


is i 2° iia 
One- or two-players can assist 
each other in the battle. 


these killers and destroy the Chaos 
Engine before it turns more people 
into crazed, steam-driven, socio- 
paths and takes over the world. 
The action takes place in and 
around Fortesque’s remote man- 
sion. Players must make there way 
through the grounds, woods and 
buildings of the property surround- 
ing the mansion. Once inside, play- 


Pick up more powerful 
weapons along the way. 


ers search out The Hall of Machines 
where the Chaos Engine is located. 
Using everything from sawed-off 
shotguns to molotov cocktails, play- 
ers get to spread their path of 
destruction until they find the evil 
machine. 

The adventure features four 
graphic worlds and sixteen game 
play levels with traps, puzzles and 
secret passages. 


_ 986/404, VGA, 2MB RAM, 
2x CD-ROM (optional) 
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Discis Entertainment presents 
an ELOI Production 


Explore The Secrets O An 


Resolve the tasks 


and go on to 


Fail and 


_ Indulge yourself in a 3-D animated world, with 
seductive music, captivating sounds and oracular voices. 


Unlock the fascinating secrets of an ancient and 
long forgotten civilization. 


CD-ROM GAME FOR WIN 
AVAILABLE NOW AT YOUR FAVORITE RETAI 


‘Actual screen images from the game. 


Go where no ANULT GAME has gone before! 


Somat Adventures the wholegatnilyacant play. 


Investigate 1 A of the hottest strippers "UNDERCOVER". You control the 
_ investigation of "Joe Blow" Undercover Dick. Your assignment is to 
explore the 3D hotel to spy, peep, and interrogate the sexy contestants. 
Their inner most Sexual Desires and Fantasies are revealed. What you 
uncover is up to you! Contains 3D animation, 3D graphics, and original — 
uncensored QuickTime Video. ; ak May, 1995. Rated hard R. 
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COMPUTER 
GAME 
REVIEW 


JetSki Rage 


Gamers looking for something dif- 
ferent from a first-person perspec- 
tive game with a full 360 degree 
environment might like to grab the 
handle bars of this one. 

JetSki Rage is a futuristic jet ski 
racing game with combat thrown in 
for flavor. You enter races for 
money, fame and the thrills of sur- 
vival. The setting is the San 
Francisco Bay and takes place in 
multiple races on five different 
courses, where a diversity of obsta- 
cles and enemies keep players gun- 
ning for the money or their lives. As 
players qualify and advance 
through the levels, they encounter 
increasingly difficult combat and 
stunt-oriented courses, along with a 
host of vicious enemies armed with 
sophisticated fire-power. You are 
scored on time, shooting accuracy 


y ists 


af 


Go after your opponents while 
watching out for explosive 
devices. 


and crowd-pleasing action, and 
earn funds which you can use to 
upgrade your jet ski, armor and 
arsenal at the Ragers’ Exchange 
shop. 

To get a prize, you must place in 
the top three by maneuvering 
around lethal obstacles, propelling 
past explosive slalom buoys, spin- 
ning spike logs, spring-loaded limbo 
lines and other deadly obstructions. 

You will be constantly in danger 
from other racers who will do any- 
thing to win, as well as bounty 
hunters hired by opposing race 
sponsors to eliminate the competi- 
tion by any means necessary 
including using helicopters, boats, 
jet skis or wind surfers. 

Although speed, skill and brains 
are the real keys to winning, Ragers 
must engage In aggressive combat, 
attacking competitors with deadly 
bolos, and blasting them away with 
cannons, grenade launchers, torpe- 
does and other explosives. 

For real greedy players, they can 
risk their winnings in double-or- 


nothing gables between races, like 
take a daring swim to a buoy and 
back without getting attacked by 
sharks, or hitting a series of targets 
and making it back to the finish line 
on time. 

There is also a race course builder 
planned and music by The Ultras. 
JetSki Rage will also support LAN 
play with up to eight Ragers, and an 
Internet competition is in the works 
from Velocity. 


Watch out for hired bounty 
hunters from above. 


several merchant ships and 
received several honors for his 
accomplishments. He agreed with- 
out hesitation when asked to lend 
some of his expertise. 

With Gruner’s assistance going 
into the authenticity of the simula- 
tion, the product is bound to be a hit 
among hard-core submarine simu- 
lation fans. 

The game will feature a variety of 
American subs from WWII to 
choose to command, such as the 
Gato, Balao, Tambour and Salmon 
classes. Then you can play individ- 
ual missions or an entire campaign 
that will change depending on the 
expertise gained while in command. 

Authentic WWII footage, cinemat- 
ics and narration throughout the 
game will it a historical feel of what 
it was like to command a submarine 
during the war in the Pacific. Fully 
realized coastlines let the player 
travel into enemy harbors to either 
observe the enemy operations or 
engage shipping. 

First-person views of ships and an 
eagle's eye view of map’s display 
the player's tactical situation, and 
realistic 3D modeled art depict 360 
degree views of enemy ships, all in 
sharp SVGA graphics. 


This isn’t Puerto Vaerta?! We should have hung a left at Omaha. 


Silent Hunter 

The game’s premise is simple, 
command an American submarine 
during World War Il in the South 
Pacific. Your objective, sink as 
much enemy tonnage as possible. 

The technical advisor for the sim- 
ulation was William “Bud” Gruner. 
As commanding officer of the USS 
Skate during WWII, Gruner sank a 
Japanese cruiser, a destroyer and 
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The Riddle of 
Master Lu 


Robert Ripley spent his life 
searching the entire globe for oddi- 
ties to put into his Believe It or Not! 
museums and books. Who can for- 
get how astounded they were when 
you first saw the man who lived with 
an arrow through his skull or the 
portrait of Van Gogh made out of 
toast. There’s also the infamous 
Mona Lisa made from dryer lint and 
the amazing two-foot woman (no, 


BOS sas ES. nf 


Investigate a strange office for 
the items you'll need. 


not a woman with two feet; that 
would not be too hard to believe) 
and the chicken that was sucked 
into a big bottle during a tornado. 
The Riddle of Master Lu is filled 
with similar oddities placed in the 
context of an adventure game. The 
year is 1936 and the world is teeter- 
ing on the brink of war. A powerful 
Talisman, the First Emperor of 
China’s jade seal, has become the 
focus of a deadly power struggle 
that could shift the outcome of glob- 
al conflict. It is up to you to help Mr. 
Ripley and his constant companion, 


Mr. Ripley is assisted by Mei 
Chen, a mistress of the Martial 
Arts. 


mistress of the martial arts Mei 
Chen, and prevent the seal from 
falling into the hands of a ruthless 
enemy. 

The game features an original 
story based upon one of the baf- 
fling, true-life mysteries of the 
ancient world and an experienced 
team of game developers including 
a host of ex-MicroProse members. 
Their goal was to make it as believ- 
able as possible to ensure that the 
experience would be realistic. 


There’s an empty display case; could be a clue. 


They want to recreate the sights 
and sounds of such exotic places as 
Sikkim, Peiping (Beijing), Easter 
Island and a lost city in the Andes, 
as Mr. Ripley embarks on his des- 
perate search for the Emperor's 
Seal, and tries to stay alive in the 
process. 


Acclaim 

Accolade 13 
Activision 43 
Advanced Gravis IFC 
Avalon Hill 24 
Brian’s Games 97 
Carbelia 113 
CH Products 67 
Creative Labs 63 
Diamond Multimedia 61 
Digital Pictures 40,41 
Discis 99 
Domark OBC 
Empire Interactive 105 
Falcon Northwest fe: 
Formgen i 
GE Information Services 33 
Gemini Games 94 
leMotion 29 
Interactive Magic 84,91 
Interplay 3,57 
Koel 111 
LucasArts 8,9,82 


ADVERTIS 


To accomplish this task of believ- 
ability, the development team rigor- 
ously researched the historical 
accuracy of the story, stylized the 
videotaped actors and sets to fit the 
1930's, and used action and sound 
to enhance the feeling of realism of 
the game. 


Check out the Odditorium for 
some really bizarre displays. 


ERS INDEX 


Maxis 53 
Megatech 48,49 
MicroLeague Interactive 35 
MicroProse 51,71,95 
Mission Control 100,108,109,123,125 


Mindscape 19 
New World Computing 65 
Origin Systems 11 
Papyrus 27 
Psygnosis 103 
QQP 101,106 
Ready Soft 121 
Sierra On-Line 37,45 
Sir-tech 83,85,87 
SSl 77,81 
Sofdec 107 
Starplay 89 
Titus Games 129 
Trimark Interactive 47,69 
Vic Tokai IBC 
Virgin Games 22,23,75,93,117 
Warner Active 4,5 
Yamaha as 
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THE oh THAT BROUGHT YOU THE AWARD 
GLORY PUSHES THE ENVELOPE OF STRATEGY AND SIMULATION 
TECHNOLOGY ONCE MORE WITH THE CIVIL WAR. 


THE CIVIL WAR ALLOWS YOU TO PLAN AND FIGHT EVERY MAJOR 
BATTLE AND CAMPAIGN OF THE WAR. LEAD NORTH OR SOUTH IN ONE 
OR TWO PLAYER MODES OVER SERIAL LINK, MODEM OR NETWORK; 
THROUGH FOUR “BLOODY” YEARS THAT SHAPED THE WORLDS MOST 
POWERFUL NATION. 


EVERYTHING IS IN REAL TIME, THE CLOCK IS RUNNING... 


CIVIL WAR, THE DEFINITIVE GAME OF STRATEGY, LEADERSHIP 
AND TERRITORIAL ADVANTAGE. 


Shhh... It's a secret... We cannot disclose 

the hidden word, it’s up to you to solve it. In 
addition to the myriad of word puzzles, Zig Zag 
offers another exciting twist to the game, a word 
game adventure. The solution is near, each puzzle 
brings you closer to completing the grand 
adventure. 


Right letter and location, you got a Zig . . . Right 
letter . . . you got a Zag. A few letters to go... 
Can you deduce the word before the puzzle ends? 
Prepare your deductive powers as you embark on 
the ultimate word puzzle adventure game! 


— Quantiim Quality Productions. Inc. 


“Zig Zag’ computer game is for IBM PC. 
It can be obtained through your favorite 
retailer or call: 

1-908-788-2799 
or by writing to: 
QQP—495 Highway 202 
Flemington, NJ 08822 


Copyright 1994 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 


‘‘A word game that you can’t put down’. . . 
‘‘Non-stop entertainment for the whole family”. . . 
‘‘A unique word game with adventures as well’... 


@ Intuitive Interface 

@ Enormous built in Dictionary 

@ Player History 

@ On-line Hints 

@ 45,6, & 7 Letter Words & Numbers 
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Bloodwings: 
Pumpkinhead’s 
Revenge 


You've seen the movies, now play 
the game! A group of foolish 
teenagers raise Pumpkinhead from 
his crypt then carelessly burn down 
the home of his guardian Witch 
Osie, setting the tone and direction 
of what is to come. Only one person 
can stop the slaughter, and there 
are many monsters to kill, decisions 
to make, puzzles to solve, and souls 
to save before the final confronta- 
tion. As the Keeper of the Spirits, it 
is up to you to stop Pumpkinhead’s 
reign of terror. 

In the first-person perspective 3D 
world you'll have to enter through 
“Movie Portals” that will take you to 
a place where you can grab inven- 
tory items, gather key elements of 
the story plot, fight Pumpkinhead, 
and garner clues to further the 
adventure through the cavernous 
halls of Pumpkinhead’s lair. The 
portals are actually interactive full- 
motion video shot concurrently with 


THE NEW 
EXCITING 
QUIZ GAME 


production of the 
Pumpkinhead II. 

Bloodwings combines first-person 
combat with some role-playing ele- 
ments. The Movie Portals include 
over forty minutes of footage from 
the film and sixty-five minutes of 
video in all. 

There are three worlds to visit: 
Periphery, Purgatory and Lair, and 
you'll have to make through all of 
them successfully to stop 


upcoming 


Pumpkinhead’s reign of terror. 


Find “Movie Portal” to contin- 
ue the story plot. 


486/50+, VGA, 8MB RAM, 
2xCD-ROM Drive 
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Visit the town’s people to try 
to get some help. 


sents complete rule and authority in 
the land of the Five Kingdoms and 
was separated during the cata- 
clysmic fight in Alketesh between 
the warring brothers Mobus and 
Torlok. 

Once you have reunited the Hand 
of Mobus, you will be able to save 
Princess Grace Delight, the rightful 
ruler of Iscar, from the evil 
Drakesblood. 

By journeying to three kingdoms 
to retrieve each of the relics, you will 
explore strange worlds, meet inter- 
esting characters and maybe live to 
tell about it. Torlok and his evil emis- 
sary, the Plague Magician, will 
attempt to thwart your progress or 
kill you outright. 

A story such as this could have all 
the makings of a good animated film 
or cartoon. It might certainly be 
good entertainment for the whole 


family. 


Programmed for ages 16 and up 
with multiple choices, different play 
levels, various skill levels. Select 
from a wide range of topics such 
as history, literature, art, music, 
sports, theater, movies, travel and 
more.Delve into the worid of science 
and nature. Beautiful pictures and 
great sound accompany you as you 
match wits with your opponent 
whether it is computer or human. 
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Four games in one 
with questions 
about the whole world 
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Daelon will assist you by making magic scrolls for you. 7 


Kingdom: 
The Far Reaches 

If you and/or your kids like watch- 
ing Saturday morning cartoons bent 
toward fantasy adventure, here’s 
your chance to take part. 

As Lathan Kandor, an apprentice 
to the great magician Daelon, you 
have been given the task of reunit- 
ing three relics from the Hand of 
Mobus. The Hand of Mobus repre- 


Requirements 


386/25+, VGA, 4MB RAM, 
1xCD-ROM Drive 


to order call toll free 


1-800-631-5141 
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CALL TOLL FREE TO ORDER! 1.600.999.7995 


Or 1.201.783.3600. Fax 1.201.783.3686. EMail MissionCD@aol.com. Send Orders To: Mission Control, 7 
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CALL TOLL FREE TO ORDER! 


Or 1.201.783.3600. Fax 1.201.783.3686. EMail MissionCD @aol.com. Send Orders To: Mission Control, 
7 Oak Place, CGRO595, Montclair, NJ 07042. Visa, MC, Discover, Checks & Money Orders. Checks Held 14 days. 
Please Include Phone Number. Shipping $7 Overnight (Most Areas). Int’! Shipping $25 (Most Countries). 
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crown of Ms. Metaverse and you’re the judge! 


RN LESION nN 
DIRTY DEBUTANTES 2: 
ADULT SIX PACK - $49 ASIAN INVASION - $49 


Six sizzling erotic titles from — Join Captain Ed Powers as he 


New Machine Publishing, all pays back the mysterious VIRTUAL VEGAS VOLUME ONE: BLACK JACK - $19 


for one low price! beauties of Asia for all they The virtual reality world where winning 1s everything and 
did to our fighting forces. even losing is fun! 


New Media Entertainment 


GO DIGITAL” 
INTERACTIVE 
oo. MAGAZINE 
9 Digite é age akes WA ” 
mon peineny weet paid CLUB CYBERLESQUE - $34 PD py im am le 
interactive feature stories on the world Dancing their way into your heart, the Club coupled with tantalizingly beautiful Women 
of Multimedia, Music, the Internet and Cyberlesque ladies are here to steal your could very well make you want to play for 
Sexuality — Go Digital will blow you away! attention...And your money. eternity. 


FREE Adult CD Sampler With A One Year Subscription To Interactive Quarterly Magazine, Your 
Guide To Adult CDs! The Hottest News, Views, Reviews. Go Behind The Scenes! Incredible 


Savings At ONLY $9.95 For An Entire YEAR! Call, Write, Fax Or EMail To |QMAG@aol.com. You 
Must Be At Least 18 Years Of Age To Order New Machine Publishing And E Media Titles. 
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REVIEW 


software publisher can 
not be in business 
today without providing 
some sort of technical 
support services. For 
gamers, that technical 
support comes in the form of 
making a telephone call to the 
game publisher for helo when a 
game fails to run. As you saw in 
last month’s issue, CGR did a 
survey of major game publisher’s 
telephone tech support services 
and devised a rating system 
according to our own beliefs of 
what constituted good telephone 
tech help. The issue is much larg- 
er though then most of us con- 
sumers realize. How to effective- 
ly operate support services, the 
science behind the support and 
its cost all effect what kind of ser- 
vice you get when you make a 
call for help. 


Why You Do The 
Things You Do. 


In order to provide better ser- 
vice social scientists have been 
taken on the task to find out just 
why consumers behave the way 
they do and how they judge qual- 
ity and satisfaction. This process 
involves very heady surveying 
and making statistical calcula- 
tions. While those calculations 
look (and are) difficult to compre- 
hend, software publishers are 
using such information to form 
effective support services depart- 
ments. 

Much of the latest scientific 
focus is on how we consumers 
decide when we are satisfied with 
a product. This sounds very 
abstract, but the research world 
is working at full speed to find 
that very thing out. Steven Taylor 
and Thomas Baker of New York 
University wrote about the sub- 
ject in great detail for the 
Summer 1994 edition of the 
Journal of Retailing. 

Most marketing researchers 
agree that service quality and 
consumer satisfaction are sepa- 
rate judgements and distinct from 
each other. The Journal article 
quotes another set of 
researchers (Rust and Oliver) 
who says in their scientific opin- 
ion, “Satisfaction (or dissatisfac- 
tion) results from experiencing a 
service quality encounter and 
comparing that encounter with 
what was expected.” In other 
words, we consumers decide the 


quality of, in this case a game, on 
Our emotions. It seems self-evi- 
dent, but in trying to please con- 
sumers software publishers need 
to know just how to do that. This 
all means if there is a game 
which is considered to have been 
produced within the highest of 


quality standards, but we con- 
sumers have not interacted well 
with the company be it through a 
sales person or a tech person, 
then we will not judge the game 
as quality even though nothing 
was wrong with it. In keeping with 
this, a consumer may be satisfied 
with a lower quality game if they 
feel other factors, such as a com- 
pany’s sense of fairness, meets 
their expectations. This all ties 
into telephone tech support in 
that even if a person has trouble 
running a game, if they receive 
the treatment and the help which 
they expected from tech support 
they will forgive the weaknesses 
of the product and still judge it 
favorably. In turn that means the 
consumer will not return the 
game for a refund, thus the sale 
is final, and that consumer will be 


more likely to become a repeat 
buying customer. This maybe 
one of the fundamental reasons 
why in the Price-Waterhouse 
1994 Software Business 
Practices Survey (released earli- 
er this year) a majority of the 
nearly 1,000 software publishers 


responding said customer satis- 
faction was their number one 
issue Of concern. 

As mentioned earlier, most 
researchers say that consumer 
Satisfaction can be based upon 
how consumers emotionally 
interact with the tech support per- 
son during an “encounter” or call 
to tech help. To take that one step 
further William Drum, President 
of the Davis and Company con- 
sultancy in Englewood Cliffs, N. 
J. was reported in the October 
1994 edition of Distribution mag- 
azine as saying that the three 
most important buying decision 
factors are quality, price and cus- 
tomer service. Drum said when a 
consumer perceived quality and 
price as being equal in their esti- 
mation then the potential buyers 
perception of that company’s 


ong ago, in the days when Ireland was far removed from the mainland —__ 
civilizations of Europe, the early Celtic tribes were locked in a bitter war h 
with the Other World. The tribes of Eire were joined as one people, the Tuatha 
de Dannan. Their Other World enemies, who lurked off the islands shores 
were known as the Fomors, their powerful leader, Balor of the Evil Eye. 
When you enter Celtic Tales, you enter the turbulent struggle to save is 
the tribes of Eire from Balor’s evil. Tired and broken, your people have little left on™ 
sive to the struggle. Regarded as an intruder, your task is to rebuild the land, strengthen the 
tribes and become High Ruler of Eire. Then with your trusting champions, you must seek out the 


magical Runes, some of which are locked in Balor’s grasp. Once in your possession, the Runes will 


Play 1 of 8 mythical characters from the tales, including the war goddess 
Medb and Lugh the god of Light 


Experiment with Rune magic, procure new Runes & expand your 


magical powers 
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customer service becomes the 
sole factor on which the purchase 
is made or not. Right, wrong or 
indifferent, a consumer’s idea of 
satisfaction and quality is all just 
based upon their emotional per- 
ceptions at the time and those 
perceptions can mean the differ- 
ence in making a sale—thus 
establishing what might be a long 
term patronage or forever losing 
a customer. Equally evident is 
that if a company doesn't satisfy 
the consumer they won't stay in 
business. As Henry Ford is 
reported to have said, “It is not 
the employer who pays the 
wages—he only handles the 
money. It is the customer who 
pays the wages.” 


Calling All Callers 


The boom is happening. The 
computer is making its way into 
more American homes as the 
price becomes more attractive 
and people feel more comfort- 
able with the technology. 
Odyssey Homefront, a national 
survey tracking company who 
deals only in keeping up with the 
home PC market says that home 
computer ownership jumped from 


27% in June 1994 to 31% in. 


January 1995. Odyssey predicts 
the home computer market will 
continue similar growth for the 
next six months. Gaming compa- 
nies feel that growth. With a large 
portion of the new 10 million 


home computer owners unfamil- 
iar with their machines, as soon 
litch, the 


as a game hits a 


immediately call telephone tech 
support. 

When Rebel Assault was 
released for the Christmas, 1994 
season, mega-publisher Lucas- 
Arts was swamped with calls to 
their tech support services. 
Forbes reported that one out of 
every three Rebel Assault buyers 
was a new computer user. In 
order to handle the calls for 
Rebel Assault, LucasArts dou- 
bled the number of their normal 
tech support help. 

This same trend is being report- 


ed by Origin. Product Supervisor 
Marie Williams says in the last 
three months they have seen an 
increase in the calls to their tech 
support lines—a majority from 
new computer users. “There are 
a lot of new computer users out 
there,” she says. “A lot of people 
are going out to by a computer for 
the first time. And we haven’t had 
this many new computer users 
calling in about games since, | 
think, Wing Commander || came 
out.” Wing Commander || was 
released in late 1991. Williams 
says that Origin had to add 12 
new telephone lines and double 
their tech staff when Wing 
Commander Ill was released late 
last year. Origin knew there was 
going to be a crush of calls and 
they were trying to be ahead of 
the game. Origin’s traffic on its 
tech support line is such that it 
counts the number of tech calls 
per month by the thousands. 
“We average between 8 and 
10,000 per month,” says 
Williams. “During slow times it’s 
between 6,000 and 7,500, so we 
are taking a lot of calls in.” 
Those calls are expensive too. 
Price Waterhouse asked respon- 
dents what it cost them to oper- 
ate telephone technical support. 
Companies whose gross rev- 
enues were less than one million 
dollars said the cost per call was 
a median of $18.00 while the 
mean was $33.24. [Mean is the 
number between the high and 
low figures while Median is effect 
the average] For companies with 
revenues of between one million 


and ten million dollars the median 
was $23.00 while the mean was 
$65.87. Companies reporting 
more than ten million dollars a 
year in revenues said their medi- 
an was $25.00 and the mean was 
$50.34. In crunching the num- 
bers Price Waterhouse’s survey 
reveals that the median cost per 
tech support call was $20.00 with 
a mean of $44.73. 

This outlay of cash to support 
services represents a huge 
chunk of money (10% to 14% of 
company’s expenses) and it’s 


therefore no surprise that compa- 
nies said that the cost of provid- 
ing customer support was the 
number one challenge in provid- 
ing tech services. Second on the 
list was the challenge of explain- 
ing the technical complexity of 
the product, while third was the 


challenge of being able to recruit 
competent support staff. That 
was followed by the fourth most 
challenging aspect in providing 
customer service—dealing with 
unreasonable customer support 
expectations. 

Origin’s Williams says finding 
good tech people is not easy and 
that is a problem she and her 
company continually face. “At 
Origin, the people who do our 
technical support on the phone 
also do the testing for our games. 
It's one big department called 
Product Support. And they cycle 
through both areas. Once they 
have tested a game and signed 
off on it the whole group moves to 
the phones to support it, because 
they know the game inside out.” 
Bringing someone in off the 
streets though is a another thing. 
Williams says she is definitely 
looking for some computer 
expertise. 

“We give them a test even 
before they get an interview.” She 
says, “They have to have basic 
DOS knowledge. To be able to 
make boot disks. To know what 
the different types of memory are 
and how you load things high. 
How you get to the upper memo- 
ry block. How to get things into it. 
What parameters to use on 
EMM386 to free up more memo- 
ry. They need to know about IRQ 
conflicts and how to resolve IRQ 
conflicts. Things like that.” 

Origin also wants its tech peo- 
ple be “avid” gamers. She says 
they look to see that the prospec- 
tive tech person has played a 
variety of different games from a 
variety of different companies. 
Williams does say though, that 
the tech person does have to be 
courteous on the phone. They 
have to patient and understand- 


ing. Since a lot of their calls are 
from new users and so patience 
is very important. Williams 
explains that it can be difficult to 
know exactly how their tech sup- 
port department is interacting 
with the customers. For the 


record, Williams says the tech 


Support person we called in the 
first part of our survey had only 
been on the job for two weeks. 
She was very happy to see that 
he lived up to expectations. 


The Evolution 

Technical support services is 
undergoing an evolution just like 
the industry which spawned it. 
One method for recouping costs 
which some companies have 
adopted is by providing tech sup- 
port via 900 lines. The most obvi- 
Ous way to cover tech support 
costs is to charge for its use. 
Some companies are softening 
that blow by saying you have free 
tech support for 60 or 90 days 
after the purchase date, with all 
subsequent calls billable. This 
method is criticized because it 
has the appearance of exploiting 
the consumer for problems 
beyond their control. As David 
Duffield, President of PeopleSoft, 
Inc. commented, “Customers 
may be more willing to pay for 
quality service support, but | 
wouldn't go into it with a mission 
of making a profit.” 

The biggest movement is 
toward suppling more on-line 
Internet support. E-mail your 
problem and get a reply back. 
Marie Williams says use of 
Origin’s on-line help is growing 
everyday and now lags behind 
their telephone calls by only 
about 20%. 

Tech support services are 
evolving and becoming more 
sophisticated. Hopefully that 
means better services and tech 
help. With more customers know- 
ing less entering the computer 
market, the need for good soft- 
ware support has never been 
greater. -Steven Greenlee 
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How does 
500,000 


Gouraud- 
Shaded 


polygons 
per second 
using 
50-pixel 
polygons 
grab you? 


COMPUTER 
GAME 
REVIEW 


= amaha used to produce 
graphics chips for CGA 
-resolutions, but got out 
of the market, instead 
: ‘concentrating its efforts 
on le ead chips, notably the OPL 
line. You'll find OPL chips on just 
about every Sound Blaster product, 
as well as many Sound Blaster 
compatibles. 

Henry Choy, graphics product 
manager of Yamaha, wanted to get 
Yamaha back into PC graphics, but, 
because of the flood of Windows 
accelerators on the market, he felt 
that it was time to develop a chip 
that would accelerate the long- 
neglected DOS. To that end, he 
convinced Yamaha to market their 
3D technology in the US in order to 
help keep Moore’s Law from out- 
pacing consumers’ wallets. Gamers 
have been a sorely neglected but 


Ready, Get Se 


SCORCH 


fate 
6 (Finally) On Its Way 


effort, Yamaha is promoting their 
chip to all the major video hardware 
manufacturers. By Christmas 95, 
there should be production quanti- 
ties available from several video 
hardware makers. STB is the oldest 
name in the video hardware busi- 


Yamaha’s YGV611 Rendering Polygon Accelerator 


growing part of the PC industry, and 
Henry felt that it was high time 
someone gave them their due, par- 
ticularly in the realm of 3D gaming. 
Thus was born the Yamaha 
YGV611 = Rendering Polygon 
Accelerator (RPA) chip. 

What Yamaha is trying to do Is 
offer universal support of both DOS 
and Windows, but with primary 
emphasis on DOS; drivers can be 
written for the new Yamaha chip in 
about a day for almost any 3D 
engine. Already there are ten titles 
Officially in production from develop- 
ers such as Domark, Gemsoft, 
Futurevision and 47Tek. All titles 
are expected by the Christmas time- 
frame; more titles will be in produc- 
tion soon. 

Hand in hand with the software 


ness, with a corporate history 
stretching back to the dark ages of 
personal computing: 1981. Gary 
Kellar, Director of Video Product 
Marketing at STB, says of the 
YGV611: “The Yamaha chip is one 
of the major contenders, if not the 
leading contender, in the games 
accelerator market. We find that the 
gaming market will be the most 
lucrative market in 1995 and moving 
into 1996. STB wants to position 
products that sell well in that seg- 
ment, and Yamaha may have the 
best solution as regards rendering 
Capabilities and content availability.” 
In other words, gaming is the hot 
market, and the RPA chip is well- 
positioned to take advantage of that 
market. Call it the second coming of 
DOS. 


GETTING TECHNICAL 


The technical specs on the chip 
are impressive. Although | am con- 
sidered the world’s most skeptical 
man around the Sendai offices, my 
jaw remains agape at what Yamaha 
is promising from the chip. How 
does 500,000 Gouraud-shaded 
polygons per second using 50-pixel 
polygons grab you? If you’re unsure 
of what that means, here’s a quick 
rundown: the larger the pixel count, 
the more processor work is neces- 
sary; the more processor work is 
necessary, the lower the frame rate 
and the choppier the image on your 
screen. By unloading the processor 
using the Yamaha chip, your 
processor is free to do what it 
should be doing: running the game 
and not worrying about running the 
video. Hardware companies may try 
to mislead the buyer with amazingly 
high polygon counts, but check their 
pixel count: only there will you 
uncover the truth. One number with- 
out the other is essentially meaning- 
less. For relevance, compare that 
with voltages. A high voltage can't 
kill you if there’s not enough amper- 
age to overcome your body’s natur- 
al electrical resistance, while a low 
voltage with a high amperage can 
kill you dead. Knowing both num- 
bers is the key to a safe and healthy 
relationship with electricity, while 
knowing only one or the other can 
spell disaster. 

The Yamaha RPA chip delivers 
high-speed 3D graphics rendering 
for the PC, and it does so at a rea- 
sonably low price point. It performs 
entirely hardware-based Gouraud 
shading, hidden surface removal 
(that nasty look at the inside of a 
supposedly solid object that graph- 


ics designers call “thrashing’), video 
capture and Bit Block Transfer. The 
frame buffer interface is 128 bits 
wide (64-bit interleaved) and its 16- 
or 32-bit wide host bus interface 
(ISA / VLB / PCl) operates at up to 
33 MHz. 

Yamaha is currently the only chip 
manufacturer that offers texture 
mapping in hardware. Texture map- 
ping is the process of applying a 
texture to an object, as opposed to 
simply a color. This adds depth and 
realism to the object. Texture map- 
ping helps immerse the gamer in 
the game’s environment; it draws 
you in and makes you feel connect- 
ed to that environment. As an 
example, try running US Navy 
Fighters with full texture mapping 
on. If you have a mid-level system, 
you'll notice the game runs fairly 
slowly, but with beautiful graphics. 
As you turn off texture mapping on 
various objects (sky, water, planes, 


Domark’s Flying Nightmares 2 


etc.), you'll notice that performance 
increases, but at the expense of 
realism. On a standard 486-66 ISA 
bus machine, you'll notice a perfor- 
mance increase with the Yamaha 
chip of better than ten-fold (close to 
fifteen-fold, in fact); this amounts to 
better performance than a Pentium- 
90 VLB running software video 
acceleration. For that Pentium 
machine, acceleration from the 
Yamaha chip will still give you a bet- 
ter than five-fold performance 
increase. 

Another factor to consider is the 
RPA chip’s on-board 16-bit Z buffer- 
ing. Z buffering is also known as 
hidden surface removal, and it is a 
complex but very fast method of 
sorting pixels (check out the dia- 
gram below for a more detailed 
explanation of Z buffering). It adds 
some price to the board since you'll 
need additional video RAM to store 
and sort the data, but by giving soft- 


ware developers a way around hav- 
ing to code a polygonally solid 
object (numbering each polygon to 
decide which one is currently in 
front as the object rotates), either 
you'll see reduced pricing on soft- 
ware or software that is a quantum 
leap ahead of what we're seeing 
now. Since most video boards put 
out on the market today come stan- 
dard with one megabyte of VRAM 
(and the standard is moving closer 
to two megs with falling prices and 
increased competition), the issue of 
VRAM is not an incredibly serious 
problem. 


THE SHAPE OF 
GAMES TO COME 


If you've taken a look at US Navy 
Fighters from Electronic Arts, you'll 
have glimpsed how this technology 
will affect the future of gaming. 


aay 


Z Buffering: What Is It, and How Does It Work? 


To model a cube, software designers would 
have to number each of the six polygons 
(sides); as the cube is rotated around the X 
and Y axes, the software would require 
processor time to figure out which polygon 
was “in front”. Depending on the complexity 
of the figure being modeled, this can result in 
a serious frame rate slowdown, resulting in 
flickering of the image being displayed. Z 
buffering assigns Z axis values to the poly- 
gons; polygons located further back in the 
depth of field would have higher values. In the 
accompanying diagram, polygon QRST has a 
higher Z value than polygon ABCD; it would 
be a hidden surface. As a polygon moves 
“away” from you, it’s Z value increases, while 
those moving “toward” you get steadily small- 
er values. This sorting process is easily 
accomplished through the Yamaha RPA chip, 
provided there is enough onboard video RAM 
to store the calculations and images. 


USNF on anything other than a 


figs ax 


Creep Clash from 4 Tek 


Pentium 90 with 16MB RAM looks 
choppy; if you turn on the texture 
mapping for the water in USNF, 
even that well-equipped machine 
will take a noticeable performance 
hit. 

Some gaming companies have 
already taken the first steps toward 
releasing games that utilize the 
RPA chip. All the games listed, as 
well as any game developed using 
Criterion Software’s Renderware 
and RenderMorphics’ Reality Lab 
3D modeling software, will automat- 
ically recognize and use the RPA 
chip if you have one installed in your 
system; there is no need to run out 
to buy special RPA-enhanced soft- 
ware. If it seems like there are more 
than a few flight simulators in this 
list of games, there’s a good reason 
for it. Flight sims are notoriously dif- 
ficult to render in any sort of realistic 
manner. 

Domark is at the forefront of this 


Se Sy 


push to get the chip off the ground, 
so to speak. Flying Nightmares 2, 
Confirmed Kill and Absolute Zero 
will all transparently support the 
chip, and other releases are sched- 
uled for the Christmas ‘95 and first 
quarter ‘96 timeframe. “We are at 
the current limits of technology as 
far as video capabilities for games 
are concerned. We've hit a bottle- 
neck, and the new Yamaha chip 
Strips that bottleneck out of our 
way,’ says Bryan Walker. “From 
what we've seen of the RPA chip, 
even the ISA version of a board 
incorporating the chip will effectively 
double the frame rate of a Pentium 
90 system with 16MB RAM; the VLB 
version is expected to quadruple it.” 

Mark Hirsch from 47-Tek had this 
to say about the RPA chip: “We're 
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| Video technology has a ion (by. 
BS computer industry standards) and 
i t illuminating history. 


EGA: Game over, man! 


| ors at 720x348 resolution, but 


“could not do hi-res graphics. CGA 


- offered 4 colors at 320x200 and 2 
colors at 640x200 resolutions. 
CGA made a lot of games come 
alive, and effectively started the 
move to graphical gaming. 


- Hercules, a video board company 
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| graphics. EGA took CGA a step 


| further by giving the user 16 col- 

ors at 640x350 resolutions; that 
was in 1985. VGA premiered in 
display rate of 


- 1987, and gave the 
choice for and fag ~. 
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| olutions, but could do hi-res 


Gemsoft’s Fighter Wing 


focused 100% on true 3D using the 
Criterion 3D API. It took us about an 
hour-and-a-half to port Sento to use 
the Yamaha chip.” This sort of ease 
of use means that Yamaha’s RPA 
chip should become a de facto stan- 
dard for the coming generation of 
PC gaming systems. Coming from 
47-Tek and accelerated for the 
Yamaha chip are Sento Fighter and 
Creep Clash, both of which are 3D 
fighting games; it’s also possible 
that their new mech fighting game, 
Team 47—GoMan, may also utilize 
the RPA chip. Although the graphics 
for these games are a bit unnerving 
to look at, their animations and 3D 
modeling make the fighting smooth 
and incredibly realistic. 

Gemsoft’s Fighter Wing also will 
take full advantage of the features 
built into the YGV611. Fighter Wing 
is primarily an arcade type flight 
combat game with 16-player net- 
work support. Written using a pro- 
prietary software design engine 
developed by Gemsoft, the chip 
support coding took somewhat 
longer to implement than if they had 
been using the Criterion or 
RenderMorphics 3D engines. “We 
expect to have four or five titles out 
by Christmas of this year that will 
support the Yamaha chip,” says 
Mark Vange, president of Gemsoft. 
‘It's quite an impressive piece of 
equipment, given what it can do. 
The chip reduces the level of sys- 
tem quality you need; in some 
cases, a 486-33 with the Yamaha 
chip will run software at a higher 
frame rate and at the same level of 
detail as a software-only Pentium 
90. It breathes new life into older 
machines. l’m_ really hoping 
Yamaha's standard will catch on.” 


ACCELERATED FOR 
WINDOWS95? 


Microsoft's recent purchase of 
RenderMorphics may well mean 
that Yamaha’s chip will be support- 
ed in Windows95 as well. Microsoft 
has a major announcement that 
they'll be making at the Game 
Developer's Conference in April, 
regarding some unreleased infor- 
mation concerning video support. 

If Windows95 uses software 
interfaces to access your system’s 
hardware (in the same manner that 
Windows 3.1 did), programs may 
get buried under the weight of levels 
of operation. Windows 3.1’s GDI 
(graphical device interface) is used 
to access 2D games such as Lode 
Runner: The Legend Returns. With 
the purchase of RenderMorphics, 
Microsoft is telegraphing its inten- 
tion to add to its Windows95 graph- 
ics stable, notably its 3D-DD! (dis- 
play driver interface). Unfortunately, 
in Windows 3.1, these types of soft- 
ware interfaces tended to gum up 
your machine’s speed; added to 
that were several other levels of 


removal for the software libraries 
that must be accessed in any 
Windows program. You simply 
couldn't write a decent flight sim 
using the same API as the one used 
for Minesweeper, and you can't 
write a fast program if you don't 
have direct access to the hardware 
in your system. In the long term, 
Windows95 will make some head- 
way into the gaming market, but you 
may need to adopt a “wait and see” 
attitude. Remember, it took DOS a 
long time to get to its present level 
of gaming satisfaction. Don’t believe 
me? Ask a computer old-timer 
about DOS 4.0. 

Yamaha's RPA chip is by no 
means the only entrant into the 
“brand new, again” market of DOS 
acceleration. There are several 
other companies who are making 
Starts in this direction. However, 
Yamaha is the first and best-known 
chip maker in the game right now, 
with production quantities of their 
chip becoming available to OEMs 
by the second quarter of ‘95. Test 
boards have already been sent to 
many software and hardware devel- 
opers; the feedback has been over- 
whelmingly positive. Yamaha's 
edge comes not from being the first, 
though. Yamaha’s name is recog- 
nized by most people in the com- 
puter industry as being foremost in 
quality. When they designed the 
first OPL sound chip, they made 
certain that all future OPL versions 
would be backward compatible. 
They didn’t lock out their previous 
customers by offering something 
that would require a major board- 
level redesign. The same will be 
true of the YGV611, backed by the 
same solidity of engineering design 
and vision. - Ted Chapman 
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Monday, 2:00 PM in Ellisonland. 


J. Michael Straczynski: Now, 
as the author of “I Have No 
Mouth, and | Must Scream,” 
what is, from your point of 
view, the premise of the story 
and what is the premise of the 
game, and are they the same? 


Harlan Ellison: “The premise of 
the story is that there is nothing 
inherently bad about machines, 
anymore than there is nothing 
inherently bad about a science of 
any kind. It is what people do with 
science that makes it dangerous. 
In the story the computer AM is 
demented. Is demented because 
the flaws in the humans who pro- 
grammed AM have shown up in 
the computer, and that eventually 
leads it to destroy the entire 
human race. And because it is 
trapped in the center of the earth, 
because it has this giant intellect 
and can do nothing with it, it is 
forever a prisoner in its own mad- 
house, AM brings the last five 
people left on earth, saves them, 
saves those five people and 
brings them down below, to the 
center of the earth, so that AM 
can torment them endlessly, 
through all eternity. Makes them 
almost immortal, so that their tor- 
ment never ceases and in that 
way AM amuses itself. In the 
game, | discovered because of 
the fellow who helped design it, 
the guy who actually designed, 
David Sears, brilliant young kid, 
that there were aspects of the 
Story that | had never even exam- 
ined. Perhaps because | wrote “1 
Have No Mouth, and | Must 
Scream,” in one night. In one 
blue white fit of passion | sat 
down at a typewriter, like Captain 
Nemo sitting down at his organ 
and (playing) Toccata in Fugue 
in D Minor, and the next day, lo 
and behold, there was “Il Have No 
Mouth, and | Must Scream.” And 


it's remained virtually unchanged 
from that first draft, all the years 
that it has existed. And it’s now 
one of the ten most reprinted sto- 
ries in the English language, it’s 
taught in hundreds _ of 
Universities. And | never thought 
anymore about the _ story, 
because | don’t write sequels, | 
have never written a sequel to 
anything. And when David Sears 
began working on it, and | said to 
him, ‘| want a game that you can- 
not possibly win.’ And he said, 
‘Well, that might, that might frus- 
trate the player a little.’ | said, ‘A 
noble endeavor as far as I’m con- 
cerned, what better fun is there 
than to frustrate game players.’ 
But he said, ‘No. No. There prob- 
ably should be a point to it.’ And 
when we began talking about 
what the game ought to do, he 
asked a question that | had never 
asked. ‘Why does AM bring these 
five people down? Why are these 
the five that AM has saved?’ And 
I'd never thought about that, and 
so the game is very different from 
the story in that we explore the 
backstory of all five of these char- 
acters. That’s one of the major 
differences.” 


JMS: What’s curious is that in 
a way...the story was pub- 
lished when? Originally? 


HE: “1966...maybe 66, 67...” 


JMS: Today, in the nineties, we 
have games that are total 
emergent games, where you 
go into the environment and 
you try to work your way out 
through devices and mecha- 
nisms a computer throws at 
you... 


HE: “Right.” 


JMS: In a way, this story pre- 
cedes, and in a sense creates, 
the environment that we have 
now in computer games. It’s 
sort of a pre-echo of what we 
have today. 


HE: “You mean | have once again 
predicted the future?” 


JMS: You were ahead of your 
time. 


HE: “Oh, boy! And when | discov- 
ered Radium that was a good 
thing too.” 


JMS: You and Curie had a thing 
going, you k now. 


HE: “Eve, a nice woman. A nice 
woman, terrible table manners, 
but other than that okay.” 


JMS: What’s good about some 
of the games today is that the 
author works with the compa- 
ny that makes the game. What 
was your contribution to all of 
this? 


HE: “Well, it’s hard to put an hour 
designation on it, because l|’ve 
worked all the way through. It 
was...| originally conceived what 
| wanted the game to do. | origi- 
nally said that what | want the 
game to be is not a shoot’em up, 


an arcade kind of thing. What | 
wanted was a game that taught 
ethics. That if in fact you could 
not win this game at least you 
could lose better. The more ethi- 
cally you played, the better choic- 
es you made as a human being, 
the better you could wind up. As it 
turns out there is a better ending 
now. The game has evolved. | 
worked long and hard creating 
the characters with David Sears. 
We worked for weeks. David 
came out here, from | think 
Georgia, and they put him in 
some horrendous little, you know, 
Bates motel out in the Valley and 
he would travel here every day 
and we would work until the wee 
hours. | wrote the initial dialogue. 
| wrote the initial scenes. | con- 
ceived of many of the smaller 
things. | worked all the way...for 
instance, I'll give you a for 
instance. Would you like a for 
instance?” 


JMS: I'd like a for instance. 


HE: “I'll give you a for instance. 
There's a lot of word games that 


are played in the way that you 
would find in a—say in a Tom 
Stoppard play. At one point one of 
the characters finds himself in a 
meat locker. A meat locker and 
there are all these sides of beef 
hanging on hooks and also hang- 
ing on a hook is his ex-wife— 
hanging on a hook. And he has 
had great bitterness towards her 
since they were divorced and to 
get out of there to proceed and to 
progress, to become aware of 
what he needs to do to go further, 
he must make the ethical choice 
of taking her off the hook. 
Literally, he has to remove her 
from the hook. To get off the 
hook, which is a slang phrase, 
but it's word play. That’s one of 
the kind of things | did. | con- 
ceived the whole background for 
Nimdok, for instance, which is 
very much involved with the 
Holocaust, with my feelings about 
brutality and the absolute pit to 
which human beings’ can 
descend if they don’t maintain a 
moral and ethical center.” 


JMS: Now you’re familiar with 


was “I Have 


lo Mouth, 
Must © 


the term focus groups, | 
believe? 


HE: “Yes, | know what a focus 


group is. Retched, hideous 
groups...” 
JMS: Really? 


HE: “Oh, yeah. Focus groups are 
the last bastion of business peo- 
ple who are too frightened to use 
their own opinions. So they bring 
in a bunch of random shlubs, 
from where ever they can find 
them, and ask them, ‘Let us have 
your opinion, as if they have 
been working on the game for 
three years or five years, when in 
fact all they are is people who are 
suddenly...they’re like the guy 
out on the road when you've got 
a traffic jam, you know, the guy in 
the orange vest they give a little 
yellow flag and say, ‘Here be a 
big man.’ And he stands there 
and he holds up your side, 
because he doesn’t like your car. 
You know he’s poor so he doesn't 
like you driving a Bentley, so he 
holds up your whole line of cars. 
You give people this kind of 
power, to have opinions, what 
you wind up with is art by com- 
mittee. And art by committee is 
not what | work in. | think you 
have to have a strong individual 
intellect behind any great piece of 
art. Or even any mediocre art.’ 


JMS: So mentioning Nimdok, if 
| mention to you that the focus 
groups felt they were troubled 
by references to the Holocaust 
it might trivialize it, you’re 
reaction would be? 


HE: “Oh, that’s wonderful. I’m 
delighted that...they were intend- 
ed to be disturbed by it. If they 
were not disturbed by it, | would 
not be doing my job. The track 
that involves Nimdok...Nimdok is 
a degenerate. Nimdok worked, 
as a very young man, he worked 
as a lab assistant to the Nazi Dr. 
Mengele, in the prison camps 
working with experimentation. 
And they discovered an antia- 
gathic drug—a drug to keep them 
young. Mengele took it and he 
gave it to Nimdok because they 
were...there is an inference that 
they were lovers as well, but that 
isn't really in the game, but it's 
there in my mind. That’s the 
background. When the war was 


coming to an end and they 
escaped from the prison camp 
they were able to hide out. 
Nimdok went to South America 
with Mengele. Mengele, of 
course, eventually died, was 
eventually found, but Nimdok, 
nobody knew about him. So now 
here he is, as this story takes 
place, in our future. He’s an old 
withered terrible man, but he will 
never die, because he’s got the 
antiagathic drug. He will just stay 
older and more withered. And he 
is a beast. He’s probably worse 
than a beast because Mengele 
was a conscious monster. 
Nimdok would say, ‘| was just 
doing my job. | was just assist- 
ing.’ He was one of the good peo- 
ple who did not object. And when 
people are disturbed by this track 


it is because | wish them to be 
disturbed. That’s why it was put in 
there. [Franz Kafka] said, ‘Why 
read a book that does not disturb 
you. If a book does not give you a 
blow in the head why bother with 
it?’ That's the way | feel about it. 
Even something like a game. 
This is a computer game. The 
word “game” bothers me. 
Games. Games are what you use 
to wile away your time. Games 
are what divert you from the 
important thing in life. Howard 
Cosell, one of the great sports 
announcers of all time, referred to 
sports as “the toy shop of life.” He 
said, ‘This is what they give you 
to divert you from the important 
things that are really happening.’ 
He said you may worship some 
nuclear family called the Rams or 
the Saints or the Cowboys and 
never know that the people living 
next door to you are poor and 


poverty stricken and are going to 
have to declare bankruptcy and 
their child is dying of lymphomic 
cancer. | put things in everything | 
do that are intended to rattle the 
cage. Stir the soup. People say, 
‘Well, you only write shock.’ 
Duhhh. Yeah, okay. That is a 
noble endeavor to shock. | mean 
there are already enough people 
in the world that will put you to 
Sleep, with their insurance, ‘No, 
no, don’t worry about it. Don't 
worry about skin heads. Dont 
worry about fascism. Don’t worry 
about the Ku Klux Klan. Don't 
worry about the far right. None of 
these things really matter. 
Everything is fine. Hummmm. 
That is not the way the world 
runs. So | take it upon myself, 
whether it is a vain, glorious and 


ignoble pursuit, whether I’m an 
egomaniac or not. Part of my job 
is to stir the soup and the track in 
this game, “I Have No Mouth, and 
| Must Scream,” that stirs the 
soup is the Nimdok track and is 
intended to upset people.” 


JMS: Well, with all the back- 
ground noise in today’s soci- 
ety, you have to shock to get 
their attention. Once you have 
their attention you have to pro- 
vide something more than that. 


HE: “And | absolutely agree that 
too many things are reduced to 
white noise. That you begin to 
ignore...” 


JMS: Yes? 


HE: “I was talking today to the 
head of the Sci-Fi Channel. | do 
these commentaries on the Sci-Fi 
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Channel and because | do not 
have the Sci-Fi Channel here in 
my home, the only time | see the 
show, in which | am the commen- 
tator, is when they send me a 
cassette. And | was at a confer- 
ence last week in, Atlanta | 
believe, and a bunch of people 
came up and they said, ‘Gee, 
could you complain to the Sci-Fi 
Channel about this colophon that 
they...it looks like Saturn. A little 
Saturn.’ And this is what all the 
channels are doing. You know the 
NBC buzzard and the CBS eye 
and Lifetime has the [LIF] bigger 
than the face of whoever is on the 
screen. And so | was talking 
today to Barry Schulman, the 
president of the Sci-Fi Channel. | 
said, ‘Would you mind removing it 
when my commentary is on?’ He 
said, ‘Absolutely not. | cannot 
<grumble grumble>.’ | mean he 
was adamant about it. He said, 
‘People want it. People want tt.’ 
And | said, ‘! don’t believe that for 
a second. He said, ‘We've had 
focus groups and they’ve told us 
that they like it, because they like 
to know what channel they are 
on.’ And | thought to myself, “You 
know | don’t mind if he thinks I’m 
a moron, but | really do resent it 
when he talks to me as if he 
thinks I’m a moron, because peo- 
ple don’t want some obstruction 
on their screen even if it’s faint. 
Even if it's vague. You mean they 
don’t know where they are on the 
channel? Well again...duhhhh. 
Get a TV Guide and you'll know 
where you are. But he said that 
now people have become accus- 
tomed to it and that’s one of the 
terrifying things about no cultural 
history. This thing of racial amne- 
Sia. They can keep telling...if 
you're an, | don’t know, average 
game _ player—what eighteen, 
nineteen, twenty, twenty-one 
years old? And you've never lived 
in a time when we didn't walk on 
the moon. You don’t know what a 
thrill it was the first time we 
turned on television and saw peo- 
ple walking on the moon. You 
think that a Clark bar is actually 
Supposed to be the size of your 
finger and taste like—l dont 
know—dog dung instead of 
chocolate because they don't use 
chocolate anymore. You don't 
know that there is better food 
than McDonald’s toad burgers 
because you've been brought up 


to believe that’s an actual meal. 
And you can get people to 
believe anything. And as a con- 
sequence things like the 
Holocaust which are a necessary 
part of our memory. Knowing 
about the Holocaust is as impor- 
tant as Knowing who your mother 
and father were. Knowing where 
you came from. Knowing what 
you believe in. It is a part of his- 
tory that no one should ever for- 
get. And | use the trope of the 
Holocaust frequently in my work. 
And when someone says, ‘Well, 
it’s going to trivialize it cause it’s 
in a game,’ nothing—nothing 
could trivialize the Holocaust. | 
don’t care whether you mention it 
in a comic book, on bubble gum 
wrappers, in computer games or 
write it in graffiti on the wall. 
Never forget. Never forget. And 
putting it in this game is intended 
to annoy people, to shock people, 
to upset people.” 


JMS: In most games, like Myst 
or Gadget or Doom or Doom Il 
you come away with perhaps 
better hand/eye coordination. 
Perhaps a sense of having a 
nice surreal experience. In this 
game you come out with a 
sense of ethical choices that 
have to get made. A history of 
the Holocaust, cultural refer- 
ences. Do you feel that game 
designers and game players 
need this kind of exposure to 
things and what else would 
you want them to come away 
with? 


HE: “Well, I'd answer that ques- 
tion, but | think whatever answer | 
would give—lI’m not dodging the 


answer—it’s just | think, | think it 
would be presumptuous of me to 
say any damn thing. | mean | am 
a visitor in the medium. | don’t for 
a moment pretend to be a gam- 
ing person. The extent of my 
gaming experience is that coming 
back from England | played 
Jurassic Park for three wasted 
hours on a plane. On a TV set 
about this big and at the end of 
three hours | said, ‘How can peo- 
ple spend years doing this? It is 
an utter and absolute waste of 
time.’ | did the game because, | 
guess, first of all somebody 
asked me. People say, ‘Well if 
you don't like games how come 
you did it?’ Well, stupid, because 
somebody asked me to do it. 
Basically, it seemed like a good 
idea at the time. | don’t think 
about these things more than 
that. One game is all I’m ever 
going to. | mean, I’m making this 
announcement right now and | 
know the people at Cyberdreams 
are going to love to hear this, 
because they wanted to do a 
sequel to this. There will be no 
sequel as far as I’m concerned. 
There may be something in the 
contract that | don’t know about 
that they can go for, but as far as 
| know this is the game. | don't 
plan to do another game. | don't 
plan to write another game. | 
don’t plan to be involved in anoth- 
er game. I’ve gotten calls from a 
lot of other companies and I’ve 
just said I’m not interested. This 
is my one venture. So if you ask 
me, ‘should programmers come 
away with this or that or the other 
thing...” 


JMS: Or game players? 
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the Interactive : 
Adventures of 
Seymore Butts 
Adult CD-ROM 
left off! Seymore 
wants to hook up 
with his new flame 
Brianna, but she’s 
left for Canada. If 
he doesn’t scrape 
up the money for 
a flight, he’ll lose 
her forever! 


What's a voyeur 
in love to do? 
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Help Seymore start a 
dating service, hooking 
up his friends with the most beautiful 
women in L.A., while you watch! 
Make the right moves, and Seymore 
gets to mount his Mounty, but screw 
up and he's yodeling the blues! 


Welcome 
to Canada 
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Or game players.’ It’s not 
ony ane to say. | did this game 
because it’s this game and it is 
based upon my work and I'm 
involved in it all the way. There is 
a lot of dialogue in it, | mean, 
you'll hear my voice. Well, as a 
matter of fact, you'll hear my 
voice as the voice of AM, the 
demented computer. But in all of 
the dialogue you will hear my 
Smart mouth and the way | speak 
and the way my stories read. 
Beyond this, this is my venture. 
Now watch, two minutes after we 
done with this and the phone will 
ring and it will be—I don’t know 
— who's the big... 


JMS: LucasArts? 


HE: “LucasArts and they’ll say we 
want to give you the Baja 
Peninsula plus lowa for your 
Spare time to do another game. 
Probably | would have to consid- 


er it. But as far as | can tell at this 
time, | can’t think of a price any- 
body would come up with that 
would make me want to do anoth- 
er game.” 


JMS: What’s your opinion on 
what you have seen of the 
games that have been around? 
The story telling techniques 
and how could the interactive 
venue profit from good story- 
tellers? 


HE: “Well, as | say, my experi- 
ence with games is very limited. | 
was asked to be a key note 
speaker at the Computer Game 
Designers Conference maybe 
two years ago and by the way, 
upset them so much that there 


were editorials in one of the mag- 
azines about what a know-noth- 
ing and a luddite and a moron | 
was. So, | think that any product, 
| don’t care whether it’s peanut 
butter or computer games, can 
benefit from better storytelling. 
We are a storytelling species, 
that’s what we do.” 


JMS: As someone who... 
HE: “Am | holding back. Am |...” 


JMS: A little. | think you should 
be a little more straight for- 
ward. 


HE: “I am being reticent because 
| know this tape is going to be 
shown to a lot of people who are 
going to take offense.” 


JMS: Yes, well, there you are. 
Now you, of course, work on a 
manual typewriter? 


HE: “Yes | do. | work on a manu- 
al typewriter. Not even an electric 
—a manual.” 


JMS: And you’re working on a 
computerized venue. Do you 
see a contradiction here or is it 
all been part of the process? 


HE: “No. Not only do | not see a 
contradiction, but the other night 
when David, the new game 
designer came on, we had to go 
back over and | had to redo some 
of the dialogue. And he was play- 
ing the game for me. He was run- 
ning “| Have No Mouth, and | 
Must Scream” on a little monitor 
at the kitchen table here. And | 
said, ‘Okay, well let's have 
her...no + wait...she = would 


Say...wait a minute...” And | went 
and got my typewriter. | went and 
got my portable typewriter and | 
brought it down and | set it up 
right in front of the monitor and | 
rolled in a piece of paper. | said, 
‘No. That’s stupid. What she 
would say would be this.’ And | 
whipped it out and gave it to him. 
He came away with a sheaf of 
papers like this. 

“Now | think on the typewriter. 
See, I’m not...you got to under- 
stand something,  or...you 
already understand this Joe. But 
for those of you out there who like 
all the toots and whistles on your 
machinery and have to keep up 
with the Jones, with whatever, 
you know, the modem thing 
you've got going. | think people 
should use the level of technolo- 
gy that best suits the job. Form 
follows function. If a shovel 
going to dig the hole best, then 
you don’t need a back hoe. If a 
typewriter can do the job, or a 
quill pen, or a computer, use 
whatever does the job. For me, 
because | use two fingers, | sel- 
dom make mistakes. | like to look 
at the shape of 8 1/2 by 11 page. 
It has meaning for me. It has 
vibrancy. It has life. And there's 
my energy, it's in everyone of 
those keys. Every image that is 
struck on that page came from 
me hitting it...like that. My contact 
with my reader is closer in that 
way. Other people work on com- 
puters. AS we say in Yiddish 
Losin de, you should live and be 
well. Work on a damn. . .on a diri- 
gible. What the hell do | care. 
Just don’t come and continue on 
to bust my chops and call me a 
luddite cause | don’t subscribe to 
your cockiness. If you want to 
work with a computer, go in 
peace, but get off my back. Don't 
bust my chops.” 


JMS: You mention toots and 
whistles. 


HE: “Yes.” 


JMS: What toots and whistles 
does this game have? What 
images, what kind of graphics, 
what kind of music, what does 
it have that people will see 
when they play this game? 


HE: “The finest graphics known 
to Western Civilization.” 
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Battle With Your Plane a 
Well as the Enemy in Th 
Era of Aviation, 


he story involvement 

might be the fun part of 

Wings of Glory and the 

other Origin games like 

it. But the real work and 
real satisfaction comes from flying 
missions and coming out 
unscathed. 

Fortunately, this is easier said 
than done since it wouldn’t be much 
of a challenge if it weren't. Even on 
the Rookie level, WOG can pit you 
against some pretty talented com- 
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Always try to keep th 
within your sights. 


puter pilots, so you must fly intelli- 
gently and skillfully to get the best of 
them. If you find yourself outnum- 
bered, there is no point in rushing in 
head on when many of their planes 
have duel mounted guns, and you'll 


need your plane to be flying in top 
form if you want to make it back 
home. A little engine damage or 
wing damage can be the difference 
between life and death a lot of the 
time, so you always need to keep an 
eye on your tail while still going after 
an enemy without hesitation. 

Also, if you’re used to flying mod- 
ern jet fighters or even the fighters 
from World War Il, it'll take a little 
time to get used to these antiques. 
The Sopwith Scout, or the Pup as it 
was affectionately called, had only a 
80-hp engine with a maximum 
speed of 95 miles per hour. Don't 
expect a fast rate of climb, but they 
certainly could pull a hard break turn 
which gave them a bit of an edge 
over the German fighters when 
flown effectively. 

The two missions discussed here 
present some trouble since youll 
face more than just fighters in a 
dogfight. The first makes you go 
after a Zeppelin after facing a cou- 
ple of waves of fighter attacks. 

The second is even more chal- 
lenging because you have to go 
after two bombers with escorts. The 


Black smoke is a sign of damage, 50 he’ll be going slower. 


It’s hard to do, but hit them 
with a rocket from a distance. 


bombers have rear-mounted guns 
SO you'll have to go in with a differ- 
ent approach. Getting in on their 
tails could have you going down 
before you ever get a good shot off. 


June 2 
Zeppelin Run 


The mission on June 2 could be a 
day you might relive so many times, 
you'll start to think you're Bill Murray 
in Groundhog Day. The reason is 
that you'll be going up against a lot 
more fire power than the Sopwith 
Scout can withstand. You'll be going 
up with 2nd Lieutenant Edmond 
Shikes of the RFC who is a good 
shot, but not aggressive enough to 
get quick kills. 

This first encounter occurs when 
you spot four of the purple planes 
dead ahead. Their dual guns make 
it tough to go head-to-head since a 
couple good shots can hinder you 
and your plane for the rest of the 
battle, and you’re not on your way 
home yet. Make sure you are at full 
throttle and stay below them to let 
them fly over you. If they shoot at 
you, go into a bit of a dive to pick up 
some speed then jink a little if you 
have to. 

Hit the ‘T’ button until you have 
selected one of the planes on the 
outer edge of the formation and hit 
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This mission will be taking you North towards the coast. 


Alt ‘B’ to have him break out of for- 
mation. Pull a hard break turn to get 
in behind him. If you time it right, 
your easily maneuverable Pup can 
slip right in on his tail. If you are 
unable to get on him right away, you 
can continue to pursue him if you 
want, but it might be a better idea to 
try and find another who has broken 
off to some distance away from the 
rest. That way you can take him on 
without too much risk of one of his 
buddies getting in on your tail. 

Hopefully your buddies will have 
had some success of their own. The 
enemy pilots in these planes tend 
not to be very skilled so it’s just a 
matter of your own prowess as to 
how long it takes before you're off to 
the next way point. 

Since your Pup is quite a bit more 
maneuverable than what they’re in, 
don't hesitate to ease the throttle 
back as far as you need to to stay 
behind them. The Pup still handles 
pretty well at slow speeds. Then, if 
another comes after you, you can 
quickly go into to a dive and push 
the throttle up all the way so he 


A Zeppelin heads for the drink after bursting into flames. 


wont have much of an opportunity 
to fire. 

A maneuver that seems to work 
well against them for not only eva- 
sive measures but also to position 
yourself behind an enemy quickly is 
to use a modified Split-S. A Split-S 
begins with a 180 degree roll so that 
you're inverted. Then you pull back 
on the yoke stick so you're facing in 
the opposite direction. 

Although this is a very effective 
maneuver, it takes a little while to 
execute in a Sopwith Scout and you 
will be at a much lower altitude than 
when you started. A faster way and 
less dramatic move is to start by 
pushing the nose down and then 
almost simultaneously bank hard 
one way or the other. When you're 
pitch is at about thirty degrees, pull 
back hard to execute a bank turn. 
You never have to become inverted 
and the effect is almost the same. 
You may have slowed down a bit, 
but you should still be able to keep 
up with them. 

Hopefully you got out of this one 
without suffering too much damage 
since the best is yet to come. 

In the next phase you will see a 
Zeppelin off in the distance and two 
green planes coming in just above 
them. These guys can go down eas- 
ily if you get the jump on them. The 
one thing you really have to be care- 
ful of is them leading you close to 
the Zeppelin. The guns mounted on 
the blimp can make your life hell if 
youre not expecting it, so keep a 
good distance away. 

When you've succeeded in down- 
ing the two fighters, you're ready to 
go after the blimp. Climb up so that 
youre a little bit above them as you 
approach. The Pup will be equipped 
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with only eight rockets, so use them 
sparingly. It only takes one hit with 
one to take the Goliath down. 

Fire one rocket as you approach 
the blimp to see how your plane is 
lined up. Fire a a few more and 
hope one makes contact. If you 
miss with all of them you have two 
other options. Switch to unlimited 
ammo and fill up the sky. As inaccu- 
rate as they are, one is bound to hit. 
If you’re too honorable a pilot and 
would consider that cheating, turn 
around and start a gradual assent. 
Don’t worry if it takes a while 
because he certainly isn’t going 
anywhere fast. 

Get up to about eight thousand 
feet and begin you're approach. 
When you get to about the time you 
can't see the zeppelin anymore over 
the nose, start a moderate dive, 
about thirty degrees. Get it in your 
sights as soon as possible and let 
loose. It’s going to take a few hits to 
take it down with guns, even a few 
passes. You’re biggest concern will 
be how you get past it alive. 

After you complete the dive, stay 
level for a while so that you can put 
some distance between you and 
him. Gain some more altitude and 
come back for another pass. 

Don’t forget about your fuel since 
you'll already have been in the air 
for a while. All you have to do is 
down that blimp and his escorts and 
get back in one piece. Don't expect 
much help on your wing man with 
this one, he'll pretty much keep his 
distance. 


August 12 
Get the Bombers 


The mission on August 12 


Even getting the bombers from below 


These bombers are too 
requires you to go after a couple of 
bombers. The way there and the 
way back is going to be rough so fly 
defensively. Don’t take too long 
however because you then have to 
start worrying about fuel. 

You have a choice with this one, 
either a SE5a or a Pup. The SE5a 
should be your choice because of 
it's two guns, one Vickers .303 and 
a Lewis .303 mounted above your 
head, and its 200-hp engine can 
produce a top speed of 130 miles 
per hour and a great rate of climb. 
Keep in mind that the SE5a handles 
like a brick at slower speeds, so you 
might have to change your tactics a 
bit than with the Pup. 

You'll be doing this one with 
Charles Dearing, Ned Lifeson and a 
Rookie, not a bad squad but expect 
to rack up most of the numbers 
between you and Charles. 

In the first phase, you'll encounter 
two Fokkers that will be right on 
your tails as you exit auto pilot. Try 
to make short work of them since 
you have them outnumbered and 
come out of it completely 
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can be dangerous. 


close to your aerodrome for comfort. 


unscathed. There is no reason to 
suffer any damage here and youll 
need to get to the next phase intact. 

The next phase will really test your 
piloting skills. Coming towards you 
but to your right will be the two 
bombers, the main objective, and 
three escorts in green planes. If you 
really want to prove your heroism, 
shoot both bombers down before 
they are able to drop a single bomb 
on the nearby town. 

It's dangerous to get in behind 
them because of their rear gunners, 
so try to come at them from the 
side. Don’t be surprised at how 
many shots it takes to bring them 
down. And since they fly side-by- 
side you're really going to have to 
be cautious about getting in behind 
them. 

Swing out wide and then come in 
slightly higher than they are flying. 
Keep your nose out in front or else 
you'll end up behind them and have 
to get out of the way. After you 
make a pass, go into an Immelmann 
to get back into position quickly. 

Don’t worry about the escorts. 
They should have their hands full 
with your comrades. Keep an eye 
towards how they are doing 
because if they finish with them, you 
can try to get them back into forma- 
tion. Then have them break out of 
formation so that they can help out 
with the bombers too. 

If you make it out alive, you'll prob- 
ably have taken some damage. But 
it’s not over yet. On the return you'll 
encounter three of the red Fokkers. 
Do your best to keep them out in 
front of you and dive a lot to main- 
tain a high speed if you have suf- 
fered engine damage. 

-Tasos Kaiafas 
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® An unlimited number of levels, from the beginner 
level, where the computer emulates human behavior 
by making mistakes before fighting for the lead, to 
the world championship level. 

© The chess engine of Virtua Chess has been the 
Chess World Champion. 

> This engine, written in assembly language, is 3 
times faster than Chessmaster 4000” and Kasparov’s 
Gambit™. This means that it will analyze 3 times more 
moves than the competition in the same amount of 
time. 

© Virtua Chess will analyze your saved games while 
you sleep and advise you on the best possible move 
in the morning. It will even think when it is your turn 
to play, therefore using your time to find its best 
move. 

* It features a large library of classic moves and 
game openings. However, you can disconnect access 
to the library. 
* All recognized Chess rules are supported. 


This game has all you 
ever dreamed of and more... 


* A unique 3D representation that allows you to 
choose in real time your best view angle, lens type and 
zoom. All 3D chess pieces were Silicon Graphics™ 
modelled. 

© A very fast and user friendly window environment 
supporting high resolution VGA & SVGA cards fully 
compatible with all DOS and Windows computers 
(from 640x480 in 16 colors VGA to 1024x768 in 256 
colors SVGA/VESA). 

© Featuring four highly styled and recognizable pieces 
in three sizes. 

* Real time display of the opening library used, of the 
best move found by the engine, and evaluation of the 
current position. 

° Automatic savirig of the game and the entire window 
environment on your hard disk when quitting. 

* All the moves may be entered directly on the 
keyboard (ex: g1f3 or Nf3), with the mouse or with the 
Saitek PC Auto Chessboard™ (sold separately). 


With Over 5 Years 
in Reseerch 


and Development, 
Titus has Produced 
the Most Advanced 


and Powerful Chess 
bame to Date. 


the most gameplay options: 


® Play with your friends and colleagues utilizing the 
network option (using IPX). 

® Modify the strategic thinking parameters of Virtua 
Chess, thereby increasing your chances (although this is 
cheating...). 

® Search of Check-Mate. Virtua Chess is able to find 
Check Mate positions well in advance and in a glimpse. 
® Cancel option allows you to change any previous 
move and continue from that point, or to move 


backwards and forwards through the game. 


® Sounds are optional to allow for greater concentration. 


¢ Virtua Chess will automatically access all the 
available RAM of your computer. No installation 
necessary. No memory manager required. Nothing to 
change in your current configuration. 

You will be playing directly from your CD ROM drive 
while saving your game onto your hard drive. 

® Minimum configuration: 386SX16 with 2 Megabytes 
of RAM, a VGA card and a mouse. 

® Recommended configuration: 486DX33 with 4 
Megabytes of RAM and a VESA driver. 

© Best configuration: Pentium with’ 8 Megabytes of RAM. 
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Virtua Chess will constantly 
be updated with new versions 
improving its already 
tl game play and 
options. Please refer to the 
registration card inside each 
game for more information. 


©1995 Titus Software 


Order now and save $$$8. The first 1000 copies of Virtua Chess will be sold for only $39.99, ten dollars off the retail price 
To receive one of the first 1000 copies of Virtua Chess at our special introductory price, please fill in this coupon 


and return with your payment of $39.99 to : Titus Software Corporation, 20432 Corisco Street, Chatsworth, CA, 91311 e 
(A demo CD-ROM is available for $10, which is deductible from the regular price when you decide to buy.) ‘ 
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Credit Card (please select one) : | Visa [ Master Card * 
CreditCard: | Expires : / / e 
| want to receive a copy of: | _ Virtua Chess for CD-ROM ($39.99) L 
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Please allow 6 to 8 weeks for delivery. 


|__| Virtua Chess demo for CD-ROM ($10.00) 


Corp. Virtua Chess, Titus 
and the Titus logo are 
trademarks of Titus 
Software Corp. Silicon 
Graphics, DOS, Windows, 
Kasparov's Gambit, 
Chessmaster 4000, Saitek, 
and PC Auto Chessboard 
are trademarks of their 
respective owners. 


Get rid of the 
Demons before 
they get rid of you! 


It felt like | had done nothing but 
shoot at Demons and other beasties 
from the nastier side of Hell for 
about a million years. And | was get- 
ting pretty tired of it. 

Wave after endless wave of differ- 
ent sorts of demonic things washed 
over me. | killed them all from the 
very small and ineffectual to the 
ones that could level a city block by 
raising an eyebrow. | patched 
myself up so many times and took 
so much lead and other substances 
that | don’t think there’s much left of 
me that isn’t pure scar tissue. 

Anyway, you get a sixth sense for 
when things are going to get hairy. 
So my hackles were up with a 
vengeance when | found myself ina 
room that sported one of every 
weapon in my arsenal, tons of 
ammunition, suits of armor and 
loads of medikits. Something was 
massive on the other side of that 
teleporter, and | wasn't excited 
about seeing it. 

It was called the Icon of Sin. 

| started on a floor above some 
radioactive goop. | ran around look- 
ing for a switch or something, which 
| found on the far end of the plat- 


your work is cut out for you. 


Fire from right about here on 


Now that’s a eatistyina turn of 
events! 
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Rebuilding Earth? Maybe you should start playing SimCity! 


the platform. Do it three times. 


Hell on Earth? It 
Wasn't That Bad! 


Flip this wie to start ‘th cantbl platform moving. a here, 


form. It dropped another platform, 
which led to another switch and the 
top platform. Here, | found a switch 
that raised a huge central pillar in 
the muck. All this while, the Icon 
was launching beasties at me— 
examples of all the nasties I’d been 
fighting, except for the modified 
Humans. 

| discovered that a rocket 
launched right when the top of the 
barrel was even with the Icon’s chin 
as | rode up on the pillar would hit it 
in the brain. | figured I’d do this as 
long as | could. 

| did it three times and everything 
blew up. Now I’m left with an Earth 
that needs rebuilding. Time to put 
down the shotgun and pick up a 
hammer. 

Special note: If you use the “idclip” 
code and pass through the wall 
under the Icon of Sin, you can see 
the severed head of programmer 
John Romero on a stick. Blast away 
to win the game! 


You have to cheat to see this, 
but it’s worth it. 
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1 afulure dominated by vast megacorporations 
and corrupt governments, a single citten 
stands little chance of altering the course of , 


liuman events. You're about to find out what 
‘ happens when one tries. a 


"Presented with breathtaking granhics and special 
bffects; Tue Onion Conspiracy is a murder mystery that 
Shins an intricate web of intrigue and deceit. In this 
graphic adventure, blind trust equals death. And friends 
morph suddenly into foes. Don't lose your head, 
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